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CONTALNING: 


| The LAWS of the GAME: 


AND 4A 1 8 o 


4 ©.) bme RuLss, wheteby a. Beginner , may, with due 
14 Attention to them, attain to the Playing it well. 
"I'S Wr.cuilATiONns for thoſe who will bet the Odds on any Points 
N 1 bf the Score of the Game then playing and depending. 

2 1 N Is Es ſtated, to ſhew what may be effected by a very good 
15 3 layer in critical Parts of the Game. 

rrnrrers to Casxs, viz. at the End of the * you 
are directed how to find them. 
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"0 2 ell any Hand or Game, by ſewing e — Chances of your 
Wo Partner's having 1, 2, or 3 certain Cards. 
With Variety of 2 24ded in the Appendix. 
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Laws of the Game, and an Explanation of the Calculations 
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1 . ſ Phich are neceſſary to be undes by thoſe who would phy 
oo, mars | | 


2 A LD ICTIONARY for Wo d e OM 
9 1 2 the critical Caſes that may pe at the Game. 


„ Td: which i is added, 


ARTIFICIAL MEMORY: 
0 0 , an eaſy Method of aſſiſting the Memory of thoſe 
K 1 Ar play at the GAME of e | 
And ſeveral CAsxs, 8, not hitherto publiſned. 
0 this Edition are alſo added. 
* A 7 8 da. Chapter of -Thirteen new Giles, never 
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ADVERTISEMENT, 


PH IS Book having been entered at Stationen 
Hall, according to Af of Parliament, 2000 


ever ſhall preſume to Print or Vend a Pirate EN 9 
tion, ſhall be Proſecuted according to Law, | 5 


The Proprietor has already obtained an Injuni 


tion againſt Nins Perſons for Prev or fa 
pirated Editions. 


Ton 3 O 


No Copies of this Bao are genuine, but whe x 
are fs ned by: $9 F 
EpmonD HoyLE Wo. 
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Ts the READER. 


TH E Proprietor of the following T1 IT, jd 5 
thought proper ts give the Public Notice, ti 
he has reduced thi Price of it; that it may 201 Wu 
worth any Perſon's while to purchaſe the piral 5 0 
Editions, which have deen already obtruded on ti * 
Morid; as likewiſe all | thoſe Piratical Editi 
are. vr ens incorrect; and that the Author u * Tei 
not undertake to explain any Caſe but in ſuch Cap Ne 
as have been * Forth n himſelf, or that are 48 14 
2 as 3 hers; Nr _ by fe 't . 
ana. 4: 922 | 
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On the "GAME E 


11S T. 


ese E Author of this Treatiſe 


= * did promiſe, if it met with 
1 a" Approbation, to make an 
ſe hi =} 

a XZ I Addition to it by way of 
0 N APPENDIX, which he has 
2 50 . accordingly. 
| a 1h eis neceſſary to premiſe, that thoſe, who 
dit Ini $ to read. this Treatiſe, are deſired to 


ſe the following Calculations; and they 
only charge their Memories with thoſe 
are marked with a N. B. upon which 

1 whole . of this Treatiſe de- 


ds. 
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CarcuLaTIONs, directing with moral 


2 A ſhort TREATISE on 


Certainty, how to play well any Haul ; 
or Game, by ſhewing the Chances oi 
your Partner: having 1 2, or 3 cer A 
tain Cards, 40 
Hor EXAMPLE, E. 

WOU'D know what is the Chan 0 
of his having one certain Card. 1 


Anſwer. m 1M 
That he has it not is N. B. 2 


II. I would know what is the 3 of "A . 
his having two certain Cards ? 'q 


Anſwer, 1 

That he has one of them only, is 3 1 to 1 
That he has not both of them, 17 ü 
But that he has 1 or both is about 5 5 
5 to 4, or N. B. == 
III. I would alſo know, what are t 47 
Chances of his having 3 certain Cards "i 


Anſwer, 1 | 


That he holds one of them on- hin 6 
ly, is 325 for him, to 378 againſt 
him, or about 
That he has not 2 of them 000 

is 156 for him, to 547 againſt 

him, or about | 

That he has not all ; of them, 
is 22 for him, to 68x againſt 
him, or about 


Es 


1 
A 
* 
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—_— - for againſt 
But that he has 1 or 2 of them, ) him him 
=— is 481 for him, to 222 againſt iz © 
1 9 him, or about ; 
And that he has 1, 2, * alt 3 51 
of them; is about 5 2 
= bee ekt 1 tos 
5 I Vn Explanation and Application of the 

9 Caleulati ons, neceſſary to be underſtood 
| by thoſe who are to read this Treatiſe, 


Firſi CALCULATION. 


is 2 to that my Partner has not one 
certain Card. 
ro apply this Calculation, ler us ſuppoſe 
to % he right-hand Adverſary leads a Suit, of 
6. Which you have the King, and one-ſmall 
- _ Ward only, you may obſerve that it is 2 to 
by putting on your King, that the left- 
re w $4 nd Adverſary cannot win it. 
mn Again, let us ſuppoſe that you have the 
„ „ing, and three ſmall Cards of any Suit, 
ewiſe the Queen, and three ſmall Cards 
6 to any Suit, I would know which is the 
tit Suit to lead from ;- Anſwer, from the 
1 Wing, becauſe it is 2 to 1 that the Ace does 
1 t lye behind you; but it is 5 to 4 that 
e Ace or King of any Suit, lies behind 
91 ou, and conſequently, by leading from 
our — ſuit, you play to a Diſadvan- 
; ' TW | ge. N 


- 


B 2 2d. Car 
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2d. CALCULATION. It is 5 to 4 at leaſt | y 
that your Partner has 1 Card out of any 2 A 
certain Cards; the like Odds is in favour 
of your right-hand and left-hand Adverſa- 
ries ; therefore, ſuppoſe you have 2 Ho- 18 
nours in any Suit, and knowing it is 5 to 4 
that your Partner holds one of the other 206 
Honours, you do by this Knowledge, play 
your Game to a greater Degree of Cer- 
tainty. 3 
Again, let us ſuppoſe that you have the 
Queen and 1 ſmall Card in any Suit only, Rx 
and that your right-hand Adverſary leads 
that Suit, if you put on your Queen, it is 
5 to 4 that your left-hand Adverſary can 
win it, and therefore you play 5 to 4 to 
your Diſadvantage, 1 1 
1 Calculation. It is 5 to 2 that 
your Partner has 1 Card out of any 3 cer- 1 
tain Cards. WW 

Therefore, ſuppoſe you have the Knave | 9 
and 1 ſmall Card dealt you, and that your 
right-hand Adverſary leads from that Suit, 
if you put on the Knave, it is 5 to 2 that Ki 
your leit-hand Adverſary has either Ace, 
King, or Queen of the Suit led, and there- al 
fore you play 5 to 2 againſt yourſelf ; be- 
ſides, there is a further Conſideration, by 
making a Diſcovery to your right-hand Wl 
Adverſary, he fineſſes upon your Partner | 8 
throughout that whole Suit, 3 


the GAME of WaisT, 5 
And in order to explain the Neceſſity 
4 = is, of putting the loweſt of Sequences 


2 n all the Suns led, let us ſuppoſe that your 
ar 50 0 led a Suit, of which you have 
a- g. Queen, and Knave, or Queen, Knave, 
0 Ln Ten: by putting on your Knave of the 


1 duit of which you have King, Queen, and 
LW nave, it gives your Partner an Opportu- 
Wo Bj of. calculating the Odds for and againſt 
m in that Suit, and alſo in all inferior 
9 zuits of which you have Sequences. 
= A farther Uſe to be made of the forego- 
g Calculation, let us ſuppoſe, that you 
1 Eve the Ace, King, and 2 ſmall Trumps, 
cha Quint -· major or 5 other winning Cards 
1 your Hand in any Suit, and that you 
| ave played Trumps two Rounds, and that 
ch Perſon followed Tramps ; in this 
Sale, there are 8 Trumps out, and 2 Trumps 
Wraining in your Hand, which make 10, 
md 3 Trumps which are divided between 
he remaining 3 Players, of which 3 Trumps 
our YH e Odds is 5 to 2 in your Favour that 


vit, 4 our Partner has 1; and therefore out of 
that Cards in your Hand, you are intitled to 
ce, 1 Fin 5 Tricks. 
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With the Deal. 


8 to 7 is above - 3 
9 to 7 is about . 12 


5 : 


8 to 9, upon the beſt Computation made 1 
at preſent, is about 3 and a half in hel 
Hundred, in favour of 8 with the Deal; 


againſt the Deal, the Odds is ſtill, tho'| 
ſmall, in he poo 01-8. 


— ———— — — — —— 


CHAP. T2 


Some GENERAL RULEs fo be 2 


buy BEGINNERS, | 7 
\ 4 E N you lead, begin with the ben 4 7 { 
Suit in your Hand ; if you have a Aj , 
Sequence of King, Queen, and Knave, or | 9 
Queen, Knave, and Ten, they are ſure 9 
Leads, and never fail gaining the Tenace 
to yourſelf or Partner in other Suits; and 
begin with the higheſt of the Sequence, un- 
leſs you have 5 in Number: In that Caſe 
Play the loweſt (except in Trumps, when Wil 
you muſt always play the higheſt) in order i 
to get the Ace or King out of your Part- 
ner's or Adverſary's Hand, by which means 
you make Room for your Suit, 4 
If you have 5 of the ſmalleſt Trumps, 
and not one good Card in the other Suits, Wil 
trump 
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ump out, which will have this good Con- 


8 : X 
wn DF es. | Nv 


auence at leaſt, to make your Partner the 


** 


ys 
* 
F 2 1 N 


ct Player, and by that Means gives him 
ee Tenace. | , 
0 III. 


lt you have 2 ſmall Trumps only, with 
Ne and King of two other Suits, and a 
Wc ficiency of the fourth Suit, make as many 
Ticks as you can immediately; and if 
„ ur Partner refuſes either of your Suits, 
not force him, becauſe that may weaken 
SS Game too much. GI Fg 
RE Y ou need ſeldom return your Partner's . 
ad, if you have good Suits of your own 

play, unleſs it be to endeavour to ſave or 
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ire ps Queen, and Knave, or Queen, 
ace - 

nd A... Fe ; 
m- If you have each 5 T ricks, and you are 
ured of getting 2 Tricks, in your own 
nd, do not fail winning them, in Ex- 
ation of ſcoring 2 that Deal; becauſe, if 
g loſe the odd Trick, it makes 2 diffe- 
Mee, and you play 2 to 1 againſt yourſelf. 
n Exception to the foregoing Rule is, 
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ELSE 


een you ſee a Probability either of ſaving 


* #7 
5&4 4 
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- dur Lurch or winning the Game, in either 
ts. which Caſes you are to riſk the odd Trick. 
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X VI. MW 

When you have a Probability of winning 
the Game, always riſk a Trick or two, be- 
cauſe the Share of the Stake, which your 
Adverſary has by a new Deal, will amount WY 
to more than the Point or two which you 
riſk by that Deal. 7 
The foregoing . refers to Chap. * i 
Caſe I, 5 2; by 8s ho op 
VII. 9 
If your Adverſary is 6 or 7 "Pens and( W 
you are to lead, your Buſineſs in that Caſe 1 
is to riſk a Trick or two, in hopes of put 
ting your Game upon an Equality; there. 5 


Knave, and 1 other Trump, and no od 1 
Cards in other Suits, play out your Queen 
or Knave of Trumps, by which Means you 9 
will ſtrengthen your Partner's Game, if be 
is ſtrong in Trumpsʒ if he is weak, you do 
him no Injury. 5 

VIII. 


If you are 4 of the Game, you muſt pla) 
for an odd Trick, becauſe it ſaves one Ba 
of the Stake which you play for; and, in 
order to win the odd Trick, tho? you are 
pretty ſtrong in Trumps, be cautious how 
you trump out. What is meant by Strength? 


in Trumps, is, in caſe you ſhould have 1| 1} ig 
Horour and 3 Trumps, 1 


the GAME of WrisT. 11 


IX. 
$7 you are g of the Game, and tho? very 
Frong in Trumps, if you obſerve your 
dartner to have a Chance of trumping any 
8 vonn Adverſary*s Suits; in that Caſe do 
| 1 * trump out, but give him an Opportu- 
a Wity of trumping thoſe Suits. If your Game 
vi 'M $ {cored 1, 2, or 3, you mult play the Re- 
rc ; and alſo at 5, 6, or g ; becauſe in 
9 \cſe two laſt recited. Caſes you play for 
and Y hore than 1 Point. 5 


Il you are laſt Player, and find that the 
ird Hand cannot put on a good Card 
9 7 his Partner's Lead, admitting you have 
Fo good Game of your own to play, return 
ee Lead upon the Adverlary, which gives 
3 Pur Partner the Tenace in that Suit, and 
bu. een obliges the Adverſary to change Suits, 
bo C conſequently gains the Tenace | in that 
A Fs W Suit alſo. ; 
| XI. 
9 If you have Ace, King, and four fmall 
| 3 & Trumps, begin with a ſmall one: ; becauſe 
is an equal Wager that your Partner has 
better Trump than the laſt Player; if fo, 
how ou have three Rounds of Trumps ; if not, 
N pou cannot fetch out all the Trumps. 

17 6 XII. | 

at If you have Ace, King, Knave, and three 
Z mall 3 begin with the King, and 
9 Wen 
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then play the Ace, (except one of the 1 1 
verſaries refuſes Trumps) becauſe the Odds 


We 
Ls 
Xs 


is in your favour, that the Queen falls. 
If you have King, Queen, and four ſmall | 8 
Trumps, begin with a ſmall one, becauſe i 
the Odds is on your Side that your Partner 

has an Honour. 
XIV. 


If you have King, Queen, Ten and three 
ſmall Trumps, begin with the King, be- | 
eauſe you have a fair Chance that the Knave | 
falls in the ſecond Round, or you may wait | 
to fineſs your Ten upon the Return of 
Trumps from your Partner. 

_ Refers to Chap. VII. Caſe 1, 2, 2. 
If you have Queen, Knave, and four 
ſmall Trumps, begin with a ſmall one be- 
cauſe the Odds is in your favour that your 
Partner nas an Honour. | 0 

XVI. | 1 

If you have Queen, Knave, Nine, and 
three ſmall Trumps, begin with the Queen, 
becauſe you have a fair Chance that the 
Ten falls in the ſecond Round; or you may 
wait to fineſs the Nine. 4 

Refers to Chap. VII. Caſe 1, 2, 3. 

If you have Knave, Ten, and four ſmall Y 
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[- | *% rumps, begin with a ſmall one, for the + 
| Reaſons aſſigned 1 5. 
XVIII. 
| If youhave Knave, Ten, Eight, and three 
all Trumps, begin with the Knave, in 
der to prevent the Nine from making a 
trick, and the Odds is in your favour that 
f H XE three Honours Wins two Rounds. - 


ree | 0 1 3t you have ſix Trumps of a lower De- 
be- Þmination, you are to begin with the low- 
ve | 'Y t, unleſs you ſhould have Ten, Nine, and 
ait 1 * and an Honour turns up againſt you; 
of i that Caſe, if you are to play through the 
Y Honour, begin with the Ten, which obli- 


"8 53 the Adverſary to play his Honour to 

7 Bie Diſadvantage, or leave it in your Part- 

our 4 4 's Option whether he will paſs it or not. 
XX. 

our 9 if you have Ace, King, and three mall 


trumps, begin with a fmall one, for the 
Nealons aſſigned | in No. 15. 


een, If you have Ace, King, and Knave, at 
"hel N 4 o ſmall Trumps, begin with the King, 
may Which, next to a moral Certainty, informs 


3 dur Partner that you have Ace and Knave 
maining; and, by puting the Lead into 
Pur Partner's Hand, he plays you a 
Trump, upon which you are to fineſs the 
88 nave, and no ill Conſequence can attend 
Ich Play, except the Queen lies behind 
9 ou ſingle. Refers 


14 A ſhort TRERAT ISE on 
Refers to Chap. VII. Caſe 1, 2, g. 
J 1 
If you have King, Queen, and three 
ſmall Trumps, begin with a ſmall one, for 
the aſſigned Reaſons in N®, 15. 1 
r 5 
If you have King, Queen, Ten, and two 5 
ſmall Trumps, begin with the King, for 7 
the Reaſons aſſigned in No. 21. 8 
XXIV. 720 
If you have Queen, Knave, and three 1 
fmall Trumps, begin with a ſmall one, for 
the Reaſons aſſigned in Ns. 15. 1 
If you have Queen, Knave, Nine, and 
two ſmall Trumps, begin with the Queen, 
for the Reaſons aſſigned in N®. 16. A 
XXVI. bi 
If you have Knave, Ten, and three ſmall 9 
Trumps, begin with a ſmall one, for the 
Reaſons aſſigned in N. 15. "18 
If you have Knave, Ten, Eight, and two 
ſmal! Trumps, begin with the Knave, be 
cauſe in two Rounds of Trumps it is Odd 
but that the Nine falls; or, upon the Re 1 
turn of Trumps from your Partner, youll 
may fineſs the Eight. on 
XXVIIL —_— 
If you have five Trumps of a lower pe 1 
nomination, it is the beſt Play to begin vin 1 
˖ 7 
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Mc loweſt, unleſs you have a Sequence of 
"= en, Nine, and Eight; in that Caſe, be- 
4 in with the higheſt of the Sequence. 
1448 „X. 
lf you have Ace, King, and two ſmall 
9 Frumps, begin with a ſmall one, for the 
eaſons afligned | in Ne. 15. 
e XXX. 
Ws 1 If you have Ace, King, Knave, and one 
al Trump, begin with the King, for the 
eaſons aſſigned in No- 21. 
1 þ © > - 
lf you have King, Queen, and two ſmall 
J | 1 es begin with a ſmall one, for the 
eaſons aſſigned in No. 15. 

. 
| 1 11 you have King, Queen, Ten, and one 
1 hall Trump, begin with the King, and 
bw Bit for the Return of Trumps from your 
Artner, when you are to fineſs your Ten, 
Forder to win the Knave. 8 
XXXIII. 
> | It you have Queen, Knave, Nine, Far 
1 e ſmall Trump, begin with the Queen, 
order to prevent the Ten from making 


| Trick. 
XXXIV. „ 
If you have Knave, Ten, and two ſmall 
Trumps begin with a ſmall one, for the 
Reaſons aligned in Nꝰ. 15. 
XXXV. 


16 A ſhort TREATISE on 
XXXV. Y 
If you have Knave, Ten, Eight, and one | 


ſmall Trump, begin with the Knave, in or- 4 
der to prevent the Nine mo making a | 


Trick, 3s 
XXXVI. 9 

If you have Ten, Nine, Eight, and one $ 
{mall Trump, begin with the Ten, which b 
leaves it in your Partner's Diſcretion, whe- i 8 Y 
ther he will paſs or not. J 


XXXVII. 2 


ES 
7 


If you have Ten and three ſmall Trum ps, 1 
begin with a ſmall one. Y 


Seceoh dock odboloolobohot Font EY 


| CHAP. IL 1 
Some PARTICULAR Ru LES 70 b: 
| obſerved.” * 


I. 5 1 
12 you have Ace, King and four ſmall 
es 

Trumps, with a good Suit, you muſt | 9 
play three Rounds of Trumps, otherwiſe | 1 


you may have your ſtrong Suit trumped. 
II. 


If you have King, Queen, and four mall 
Trumps, with a good Suit, trump out with bi 
the King, becauſe when you have the Lead 
again, you will have chree Rounds of 1 
Trumps. | 1 
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7 it you A King, . Ten, and 


F the Knave's s falling at at the ſecond Round; 
d do not wait to fineſs the Ten, for fear 
Y pur ſtrong Suit ſhould be trurhped... 

9 "lt . 

5 1 be you have Queen, Knave, and three 
"3 Wall Trumps, with a good Suit, trump 
1 Ir with a ſmall one. 
1 Af you have Queen, Knave, Nine, and 
7 'Y ſmall Trumps, with a good Suit, 
rp out with the Queen, in Expectation 
be Ten's falling at the ſecond Round; 
d do not wait to fineſs the Nine, but 
= Wn out a ſecond time for the Reaſons 
b Ahe ned in Caſe III. in this Chapter. 

9 9 VI. 

I; you have Knave, Ten, and three ſmall 


90 Jumps, with a good Suit, trump out with 
9 9 mall one. 
v VII. 


Hf you have Knave, Ten, Eight and two 
fall Trumps, with a good Suit, trump 
| with the Knave, in Expectation of the 
Mees falling at the ſecond Round. 

1 | 7 N | V III. 
i 17 you have Ten, Ni ine, Eight, and'one 
ö 3 1 ſmall 


ſmall Trump, with a good Suit, trump out i 7 
PARTICULAR Gamrs, and the Man 


CUPPO SE you are elder Hand, and 


and two ſmall Cards of another Suit, King 


Command of that Suit; but you are not th ! 
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with the Ten. -* 
boobed ol dooboobglohek. obo cell Fl. j 
CHAP. III. i 


ner in which they are to be played, 1 
after a Learner has made ſome P "i 
greſs in the Game. 5 


that your Game conſiſts of King, Queen. 
and Knave, of one Suit, Ace, King, Queen 9 
and Queen of the third Suit, and chrea 
ſmall Trumps: Query, How is this Hand 
to be played ? You are to begin with the N 
Ace of your beſt Suit (or a Trump) whic 1 
informs your Partner that you have the 


be 
proceed with the King of the ſame Suit 


but you muſt play a Trump next; and ii 
you find your Partner has no Strength to % 
ſupport you in Trumps, and that your Adi 
verſary plays to your weak Suit, viz. the 
King and Queen only, in that Caſe pla 
the King of the Suit which belongs to thi 
beſt Suit; and if you obſerve a Probabi 
lity of either your Adverſaries being like 1 
to trump that Suit, proceed then and pla { 
the King of the Suit of which you hav 
King, Queen, and Knave. If it hou 1 
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happen, that you Adverſaries do not 
Wy to your weakeſt Suit, in that Caſe, 
apparently your Partner can give you 
Alſiſtance in Trumps, purſue yohr 
5 eme of trumping out as often as the 
att ga comes into your Hand: by which 
Jed, gans, ſuppoſing your Partner to have 
Pr: :wo Trumps, and that your Adver- 
1 in have four each, by three Rounds of 
and e mps, there remain only two Trumps 
tt you. | 85 
ueen II. 


Elder Hand. 
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« the four other Cards of no Value. Be- 


rich the Queen of Trumps, and pur- 
„be Lead with the Ace, which demon- 
es to your Partner that you have the 
e: And as it would be bad Play to 
W ue Trumps the third Round, till you 


kel . my if you had Ace, King, Queen, 

d ply... | 

©. - twice, you could receive no Damage 
playing the King the third Round. 
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go on with them two Rounds, and thei 
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When you lead your Sequence, begin wit 4 


the loweſt, becauſe if your Partner has t 


Ace, he plays it, which makes room 1 
your Suit. And ſince you have let youll X 
Partner into the State of your Game, ail 
foon as he has the Lead, if he has a Trum 
or two remaining, he will play Trump 
to you, with a moral Certainty that youlſ 
King clears your Adverſaries Hands of a 
their Trumps, * 


I. 
Second Player. 7» 
Suppoſe you have Ace, King and twill 
{mall Trumps, with a Quint-Major of ano 
ther Suit; in the third Suit you have thre 
ſmall Cards, and in the fourth Suit one 
Your Adverſary on your right-hand be 
gins with playing the Ace of your weall 
Suit, and then proceeds to play the King 1 


358 


In that Caſe, do not trump it, but throul 


away a loſing Card, and if he proceeds cc: 


1 
3 
N 1 
, 
Bo | 


play the Queen, throw. away another loſing 
Card; and do the like the fourth Time, i 
hopes your Partner may trump it, who wil 
1n that caſe play a Trump, or will play Y 
your ſtrong Suit: If Trumps are played 


proceed to play your ſtrong Suit, by which 
Means, if there happen to be four en 
in one of Adverſary's Hands, and two 
in the other, which is nearly the Caſe, youll 1 
Parte 
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1 the GaME of WHIsS r. 21 
tr tner being intitled to have three Trumps 
fo of the nine, conſequently there remain 
| © ly. ſix Trumps between the Adverſaries; 
_— ſtrong suit forces their beſt Trumps, 
pvpou have a Probability of making the 
= TI rick in your own Hand only; whereas 
au had trumped one of your Adverſaries 
cards, you had ſo weakened your 
Wd, as probably not to make more than 
Tricks without your Partner's Help. 
vppoſe you have Ace, Queen, and three 
—_—_W Trumps; Ace, Queen, Ten, and 
17 of another Suit; with two ſmall Cards 
one ch of the other Suits: Your Partner 


yours; if this Fineſs of yours ſhould 

. ced, you will be a great Gainer by it, 

Bartnef ſcarcely poſſible to Be a Loſer. 
1 . 
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Suppoſe you have Ace, King, and thr 
ſmall Trumps, with a Quart from a King ; 
and two ſmall Cards of another Suit, an 
one ſmall Card to each of the other Suit 
your Adverſary leads a Suit of which yolſ 
Partner has a Quart-Major ; your Par 
ner puts up the Knave, and then proceed 
to play the Ace: You, refuſe to that 8 
by playing your looſe Card; when youll 

Partner plays the King, your Right-ha 
Adverſary trumps it, — with ko 


22 


op £45 


if he leads to the Suit af winch you hof 1 
none, trump it, and then play the loweſt 6 0 
your Sequence, in order to get the At 
either out of your Partner's or Adverſari 
Hand; which accompliſhed, as ſoon i 
you get the Lead, play two Rounds q 9 
Trumps, and then proceed to play youll 
ſtrong Suit. Inſtead of your Adverſarii 
playing to your weak Suit, if he ſhould pil 
Trumps, do you go on with them tv 
Rounds, and then ms to get the Con 
mand of your ſtrong Suit. But you w. 7 
ſeldom find this laſt Method practiſed, og 5 


cept by moderate Players. 


Wo 
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48 CHAP. IV. 

| 1 nes to be played with certain Obſer- 
9 * vations whereby you are aſſured that 

7 Hour Partner has no more of the Suit 

* 8 = either by yourſelf or him. 
1 % Exon. 


SUPPOSE you lead from Queen, Ten, 
se: and two ſmall Cards of any Suit; 
ſecond Hand puts on the Knave, your 
Itner plays the Eight; in this Caſe, you 
Wins Queen, Ten, and Nine, it is a De- 
mſtration, if he plays well, that he can 
re no more of that Suit. Therefore, by 
1 1 Diſcovery, you may play your Game 
1 75 © 27 either by forcing him to trump 
1 "oh bis Suit if you are ſtrong in Trumps, or 

playing ſome other Suit. 


II. Second Example. 


e you have King, Queen, and Ten 
Fa Suit, and you lead your King, your 
krtner plays the Knave, this demonſtrates 
— no more of that Suit. 


. Third Example, which varies from 
2 the two former. 

1 W Suppoſe you have King, Queen, and 
1 Pany more of a Suit, and you begin with 
the 
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the King, in ſome Caſes it is good Play in 
a Partner, when he has the Ace and one 
ſmall Card in that Suit only, to win hill 
Partner's King with his Ace; for ſupporiſ 
he 1s very ſtrong in Trumps, by taking hill 
Partner's King with the Ace, he NA 


having parted with the Ace + that oli 
he has made room for his Partner to 4 0 


mand in his Hand. at 

And ſuppoſing his Partner has no othe!! ni 
good Card in his Hand beſides that Suit, 'm 
he loſes nothing by the Ace's taking of big] 
King; but if it ſhould ſo happen that hy 
has a good Card to bring in that Suit, he 
gains all the Tricks which he INES | in thay | 


and trumps out upon it, you have Reaſor 
to judge he has one of that Suit to return 
you, therefore do not throw away any o 
that Suit, even to keep a MY or Queeſß 
guarded. i 


Wi!” the GAME | of Wu IST, 25 
4 Parket Seb. Seeber 
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1 Licular Games both to endeavour to 


e c.ive and diſtreſs your Adverſaries, 
52 Wl 41 demonſtrate your Game lo your 
-d oor tne. 

= =_— I. / Example. 

Sui, r PO SE I play the Ace of a Suit 


"$$ which I have Ace, King, and three 
1 nol ones ; the laſt Player does not chuſe 
om e 1 Wop it, having none of the Suit; if I 
ot ſtrong enough in Trumps, I muſt 
othe! . Way out the King, but keep the Com- 
| Suit, of that Suit in my Hand by playing 
of i of mall one, which I muſt do in order 
nat hY 01 aken his Game. 


II. Second Example. 


9 1 Suit is led of which I have none, and 
00 bal Certainty that my Partner has not 
eeſt of that Suit, in order to deceive 
Pdverfary I throw away my ſtrong 
| but to clear up Doubts to my Part- 
net when he has the Lead I throw away 
Weak Suit, This Method of Play will 
Wally ſucceed, unleſs you play with 
: nd Wood Players, and even with them, 
x , Fil oftner gain than loſe by on Me- 
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Particular Games 70 "a | ved, by 2 will 
you run 7? he R 72 of bot of ng one 7 44 
only to gain three. 20 
I. Firſt E rample. A 
| 8 UPPOSE Clubs to be Trumyf 
Heart is played by your Ad ver 

your Partner 1 none of that 8 


judge his Hand is 1 of Trump 
Diamonds; and ſuppoſe you win 1 
Trick, and being too weak in Trumps, 5 
dare not force him; and ſuppoſe you 
have King, Knave, and one ſmall 1 
mond]; and further ſuppoſe your Pai 
to have Queen and five Diamonds; in 
Caſe, by throwing out your King in 
firſt Lead, and your Knave in your e 
your Pünder and you may win five 1 N 
in that Suit; whereas if you had 
imall Diamond, and your Partner's 0 


having been won with the. Ace, the 


i * 
1 


and Knave remaining in your Handi 


ſtruts his Suit: And tho' he ot 
ef 


the long Trump, yet, by playing a 
Diamond, and his long Trump ha 
been forced out of his Hand, you lofi 
_ — of Play three Tricks! iu 1 

ea 


1 
4 
i 


4 -iþ 
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II. Second Example. 


9 d in the like Caſe of the former, 
mould have Queen, Ten, and one 


il Card in your Partner's ſtrong Suit; 
9 ich is to be diſcovered by the former 
. ele. and ſuppoſe your Partner to 
0 - Knave and five ſmall Cards in his 
mo g suit; you having the Lead are to 


4. a your Queen, and when you play a- 
nat 4 lr þ you are to play your Ten; and ſup- 
che: him to have the long Trump, by 
umpech 155 Method he makes four Tricks in 
win uit, but ſhould you play a ſmall one in 
i Puit, his Knave being gone, and the 


Qu en remaining in your Hand in the ſe- 

22 4 6a Round of playing that Suit, and the 

Ee being forced out of bis Hand, 

remaining in your Hand ob. 
by ts the Suit, by which Method of Play 

ur 9 * three Tricks in that Deal. 

vo III. Third Exam ple. 


had 
_ 0 the former Examples you have been 
the al up} poled to have had the Lead, and by 


2 Pans have had an Opportunity of 
ing out the beſt Cards in your Hand 


= k.. four Partner's ſtrong Suit, in order to 
10 hol e room for the whole Suit, we will 
20 10 ſuppoſe your Partner is to lead, and 
wap he Courſe of Play, it apperrs to you 


'® | your Partner has one great Suit ; ſup- 
Ki Ed poſe, 
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poſe, Ace, King, and four ſmall ones, au. 
that you have. Queen, Ten, Nine, and 3 


Partner plays the Ace, you are to play 2 


ty of obſtructing your Partner's great 8 


very ſmall one of that Suit when youll 1 


Nine; when he plays the King, you «8 
to play the Ten; by which means you 10 7 
in the third Rood you make your Que j 
and having a ſmall one remaining, you | | 
not obſtru& your Partner's great Sui 
whereas if you had kept your Queen 2 
Ten, and the Knave have fallen from 
Adverſaries, you had loſt two Trick 1 
that Deal. 1 


IV. N Example. 3 
Suppoſe in the courſe of Play, as int 


1 1 5 


former Caſe you find your Partner to! 1 


9 leads the Ace, in his Caſe £0 
your Ten, and in the ſecond Round yi 
King; this Method is to prevent a Poli 


V. Fifth Example. 8 
Suppoſe your Partner has Ace, King, 


four ſmall Cards in his great Suit, and 9M 
you have Queen, Ten, and a ſmall 9 
in that Suit; when he plays his a 
you play your Ten, and when he pr 
Kings « do you e Queen; it wil 
ct 


* 
— 
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© Frhod of Play you only riſk one Trick to 
four. 
ail 9 VI. S:xth "IRONY 

ee will now ſuppoſe you to have five 
of your Partner's ſtrong Suit, viz. 
ea, Ten, Nine, Eight, and a ſmall 
BD ih and that your Partner has Ace, King, 


s the Ace, do you play your Eight; 
be plays the King, do you play your 
1 | de; and in the third Round, no body 
\ K Ia * any of that Suit, except your Part- 
$ Lud you, pocced then to play the 
1 E *. and then the Ten; and having a 
one remaining, and your Partner two, 
a ya 3 gain a Trick, which you could 
1 Sg have done but by playing the hig 1 
e Ki WM. and by keeping a ſmall one to play 
it, Wo ni} +4 Pur Partner. 


c 


"ON AP "VI 


Flicular Games 10 be played when 
Sour Adverſary turns up an Honour 
at br: your right Hand, with DiREc- 
1 ; jj FIONS how to play when an Honour 
2110.8 turned up on your left Hand. | 
Wl, | I. Firſt Example. 
| _ 1 UP POSE the Knave is turned up on 
[your right Hand, and that you have 
% 08 C 3 King, 
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King, Queen and Ten, in order to win the fi 8 
Knave, begin to play with your King , bi j 
which Method of Play, your Partner me J 
fuppoſe you to have Queen and Ten re 
maining, eſpecially if you have a ſecond 
Lead, and that you do not e to pla . 
your Queen, YN 
II. Second Example. 1 
The Knave being turned up as before, 9 
and that you have Ace, Queen, and Ten 
by playing of your Queen, it anſwers the 
like Purpoſe of the former Rule. bi 
III. Third Example. 


If the Queen is turned up on your neh | 
Hand, and that you have Ace, King, _ 4 
Knave, by playing your King, it anfwers || 5 
the like Purpoſe of the former Rule. 


IV. Fourth Example. 


Suppoſe an Honour is turned up on you MY 
left Hand, and ſuppoſe you ſhould hold no 4 1 
Honour, in that Caſe you are to play Trump: bt 1 
through that Honour; but in Caſe 1 
| thould hold an Honour (except the Ace) 
yau muſt be cautious how you play Trumps, 
becauſe, in Caſe your Partner holds no Ho- 
nour, your Adverſary will play your ow A 
Game upon you. 3 


7 rekt boo ke ck Geck 
7 CHAP. VIII. 


DAs E fo demonſtrate the D of 
LR forcing your Partner. 

$ 2 FPOSE A and B Partners, and that 

has a Quint-major in Trumps, witha 

0 remajor, and three ſmall Cards of an- 

1 Suit, and that A has the Lead; and 

ore lee & ſuppoſe the Adverſaries C and D to 
only five Trumps in either Hand: In 

be Calc, 4 dns the Lead, wins very; 


— II. | ; 

9 = on the contrary, C has five 

"8 Trumps, with a Quint- major and 
Þ ſmall Cards of another Suit, and that 
s the Lead, who forces A to trump 
T which means A wins only five 


III. 


Par to demonſtrate the Advantage 
1 by a Saw. 

1 est A and B Partners, and that 4 
We Wa Quart-major in Clubs, they being 
ps, another Quart-major in Hearts, 
ber Quart. major in Diamonds, and te 
of Spades: And, let us ſuppoſe the 
eerſaries C and D to have the following 
= * viz. C has four Trumps, eight 
— | C . Heals 


7 4: | 7 
Fart 
11 


> - A fhort TREATISE on 


and eight Bands; ; c being to ol 1 
plays an Heart, D trumps it; D play: 
Diamond, C trumps it ; and has purſuing 
ml the Saw, each Partner trumps a Quart-M I 
11 8 jor of A's, and C being to play at the nini 
.. —_—_ 1 rick, plays a Spade, which D trumpM 
thus C and D have won the nine firſt Tricks 1 
and leave 4 with his Quart- major il | 
Dp only. | "1 
The foregoing Caſe ſhews, that when q 
ever you gain the Advantage of wien A 
of a Saw, it is our Intereſt to embrace it. 


A 4 


[What follows in this 7 reatiſe is the WW 3 
dition promiſed.] b 
deotchcohochobobotrotcl cob obotcts 
C:H AP: IX. hk. 
Containing Variety of Casxs, intermius 
with CALCULATIONS, demonſtratin{] I 
when it is proper, at ſecond Hand, i! 
put up the King, Queen, Knave, 08 
Ten, with one ſmall Card of any $ ui 
Sur POSE you wn four ſmall Trumps} , 
in the three other Suits you have on 
Frick ſecure in each of them; and 1 27 


your Partner has no Trump, i in that Ca I 
wel 
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run remaining Nine Trumps muſt be di- 
lea ed between your Adverſaries, ſuppoſe 
nin one Hand, and four in the other, 
rſuin often as you have the Lead, play 
-M 1 pmps3 and ſuppoſe you ſhould have four 
in þ ds, in that Caſe, you ſee your Adver- 
1 es make only five Tricks out of nine 
nps; whereas if you had ſuffered them 
10 0 5 HY their Trumps ſingle, they might” 
"bly have made nine Tricks. 
whe! y this Example, you ſee the Neceſſity 
ſhin i eis of taking out two Trumps for one 
ce it. por moſt Occaſions. 
a N Wer there is an Exception to the forego» 
0 4.8 Rule, becauſe if you find in the courſe 
7 Play that your Adverſaries are very 
We in any particular Suit, and that your 
bY Fw er can give you no Aſſiſtance in that 
% & in ſuch a Caſe you are to examine 
I own, and alſo your Adverſaries Scores, 
miu ee by keeping one Trump in your 
a ii; 0 to trump ſuch Suit, it may be either 
$ ans to fave or win a Game. 
De, 1 uppoſe you have Ace, Queen, and two 
Sui nn Wl Cards of any Suit your right-hand 
1 kerſary leads that Suit; in that Caſe, do 
__ put up your Queen, becauſe it is an 
ve o a Wl Wager that your Partner has a better 
uppol 2 a in that Suit than the third Hand; if 
i Cab 9 You have the Command of that Suit. 


the 2 An 


1 A 


* 3 7 85 5 
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An Exception to the foregoing Rule il ; 
in caſe you want the Lead, then you are 1 


put up 1 Queen. 
"Hl. 


and as you muſt 1 four Cards in 11 
other Suit, ſuppoſe the Ten to be the hig. 
eſt, lead that Suit, becauſe it is an 69% 
Wager that your Partner has a better Cas 
in that Suit than the laſt Player; and if 1 
Ace of the firſt- mentioned Suit lies behi 
you, which is an equal Wager it ſhould! 
happen, 1 in caſe your Partner has it not, 4 
this Caſe, on your Adverſaries leading tag 
Suit, you probably make two Tricks in 3 
by this Method of Play. 1 
-"IV-- | 4 
Suppoſe in the Courſe of Play! it appe. 
to you, that your Partner and you bail 
four or five Trumps remaining, when y 
Adverſaries have none, and that you ba 
no winning Card in your Hand, but 0 
you have Reaſon to judge your Partner b 
a thirteenth Card, or ſome other winni | 
Card in his Hand ; in that Caſe play a wil 
Trump, to put the Lead into his Hand. 4 
_ 3 


ow 


P rr er COT OD PER 2 er 1s ws emp. . 
2 "I WE * 1 K 2 x mn 1 5 
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. uns Wees ns 
6 ler to throw away any loſing Card in 
r Hand, upon ſuch thirteenth or ozher 


ba Card. 
2 eck Keck kee eke 5 


Zuſe ( Hirections for putting up at ſecond 
e Ac 2nd, King, Queen, Knave, or Ten, 


1 1 1 any Suit, &c. 
_ er OSE you have the King, and 

bl * dne ſmall Card of any Suit, and that 
: be 1 . F right-hand Adverſary plays that Suit; 
2 is a good Player do not put up the 


a Cal 1 5 g, unleſs you want the Lead, becauſe a 


no. 
oF 


d if e Player ſeldom leads from a Suit of 
behin' * In he has the Ace, but keeps it in his 
old H | Wd (after the Trumps are played out) ta 
not, 1 E in his ſtrong = it. 


— 75 7 ppoſe you have a Queen and'o one 

(Card of any Suit, and that your right- 
Adverſary leads that Suit; do not put 
1 Wy our Queen, becauſe ſuppoſe the Ad- 
1 M ſary has led from the Ace and Knave, 
hat Caſe, upon the Return of that Suit, 
1 Ir Adverfary fineſſes the Knave, which 
9 enerally good Play, eſpecially if his 
err has played the King, you thereby 

e your * but by putting on the 


winni an 

y ſw Pp een, it ſhews your Adverſary that you 

Handi I e no Strength in that Suit, and conſe- 
"8 


Fl puts him upon fineſfing upon your 
rener throughout that whole Suit. 


5 
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| HI. 
In the former Examples you have been 
informed when it is thought proper to put 
up the King or Queen at ſecond Hand; you 
are likewiſe to obſerve, in caſe you ſhould 
have the Knave or Ten of any Suit, with 
a ſmall Card of the fame Suit, it is gene- 
rally bad Play to put up either of them at 
ſecond Hand, becauſe it is five to two that 
the third Hand has either Ace, King, or 
Queen of the Suit led ; it therefore follows, 
that as the Odds againſt you is five to two, 
and tho* you ſhould ſucceed ſometimes by 
his Method of Play, yet in the main you 
muſt be a Loſer, becauſe it demonſtrates to 
your Adverſaries that you are weak in that 
uit, and conſequently they fineſs upon your 
Partner througout = whole Suit. 
IV. LD 

' Suppoſe you have Ace, King, and three 
ſmall Cards of a Suit, your right-hand Ad-. 
verſary leads that Suit; upon which you i 
play your Ace, and your Partner plays the 
Knave. In caſe you are ſtrong in Trumps, 
you are to return a ſmall one in that Suit, 
in order to let your Partner trump it: And 
this Conſequence attends fuch Play, viz. 
you keep the Command of that Suit in your 
own Hand, and at the ſame Time, it gives 
your Partner an Intimation that you are 
firong in Trumps ; and therefore, he ny 
Play 
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bout 3 to 2, and therefore, 4's Share of 
the 70l. will amount only to 427. and, by 
this Method, A only ſecures 71. Profit; 
but in the other Caſe, upon ſuppoſition 
that A and B have 11 to 3 of the Stake de- 
pending, as aforeſaid, by playinghisTrump, 
he is intitled to 557. out of the 7ol. Gepend- 
Ing. | 
The foregoing Caſe being duly attended 
to, may be applied to the like Purpoſe, | in 
other Parts of the Game. 


Kod oedohgh: — Hobs 
| CHAP; AI. 


Some DECT IONS how to play when an 
Ace, King, or Queen, are turned up 
on your Right- Hand, &c. 


- QUPPOSE the Ace is turned up on 
your Right- hand, and that you have the 
Ten and Nine of Trumps only, with Ace, 
King and Queen of another Suit, and eight 
Cards of no Value, Query, How muſt this 
Game be played ? Begin with the Ace of 
the Suit of which you have Ace, King, and 
Queen, which 1s an Information to your 
Partner that you have the Command of that 
Suit ; then play your Ten of Trumps, be- 
cauſe it is five to two that your Partner has 
King, Queen, or Knave of Trumps; and 
tho* it is about ſeven to two that your Part- 
ner has not two Hoenours, yet, ſhould he 
Chance 


7 * 
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chance to have them, and they prove to be 
the King and Knave, in that' Caſe as your 
Partner will paſs your Ten of Trumps, and 
as it is 13 to 12 againſt the laſt Player for 
holding the Queen of Trumps, upon ſup- 
poſition your Partner has it not, in that 
Caſe, when your Partner has the Lead, he 
plays to your ſtrong Suit, and upon your 


having the Lead, youare to play the Nine 


of Trumps, which puts it in your Partner's 
Power to be almoſt certain of winning the 
Queen, if he lies behind it. El 


The foregoing Caſe ſhews, that turning 
up of an Ace againſt you, may be made 


lets beneficial to your Adverſaries, provided 


you play by this Rule. 
- „ 
If the King or Queen are turned up 
on your Right- hand, the like Method of 
Play may be made uſe of; but you are al- 


ways to diſtinguiſn the Difference of your 


Partner's Capacity, becauſe a good Player 


a bad one ſeldom, if ever. 
III. 

Suppoſe the Adverſary on your Right- 
hand leads the King of Trumps, and that 
you ſhould have the Ace and four ſmall 
Trumps, with a good Suit; in this Cafe 
it is your Intereſt to pafs the King; and 
tho' he ſhould have King, Queen, and 
4 | Knave 


will make a proper Uſe of ſuch Play, but 
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Knave of Trumps, with one more, if he is 
a moderare Player, he will play the ſmall 
one, imagining that his Partner has the Ace; 
when he plays, the ſmall one, you are to 
paſs it, becauſe it is an equal Wager that 
your Partner has a better Trump than the 
laſt Player; if ſo, and that he happens to 
be a tolerable Player, he will judge you 
have a good Reaſon for this Method of Play, 
and conſequently, if he has a third Trump 
remaining, he will play it, if not, he will 
play his beſt Suit. 5 | I 
* IV. 


A Critical Cas to win an odd Trick. 


Suppoſe 4 and B Partners againſt C and 
D, and ſuppoſe the Game to be Nine all, 
and ſuppoſe all the 'EKrumps are played out, 
A being the laſt Player, hasthe Ace and four 
other ſmall Cards of a Suit in his Hand, and 
one thirteenth Card remaining ; B has only 
two ſmall Cards of A's Suit; C has Queen 
and two other {mall Cards of that Suit; D 

has King, Knave, and 1 ſmall Card of the 
ſame Suit. A and Bhave won 3 Tricks, C 
and D have won 4 Tricks; it therefore fol- 
lows, that A is to win 4 Tricks out of the if 
fix Cards in his Hand, in order to win the 
Game. C leads this Suit, and D puts up 

the King; A gives him that Trick, D re- 
turns that Suit, A paſſes it, and C puts up 
his 
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ie i; his Queen: Thus C and D have won fix 
mall MW Tricks, and C imagining the Ace of that 
Ice; uit to be in his Partner's Hand, returns it, 
e to by which means 4 wins the 4 laſt Tricks, 
that ¶ and conſequently 4” 

s to Suppoſe you ſhould have the King and 
vou five ſmall Trumps, and that your Right- 
hand Adverſary plays the Queen; in that 
Caſe do not put on your King, becauſe it 


the Ace; and ſuppoſe your Adverſary 
ſhou'd have Queen, Knave, Ten, and one 


k. wall Trump, it is alſo an equal Wager 
and chat the Ace lies ſingle, either ih your Ad- 
all. Nverſaries Hand or Partner's ; in either of 
our My bich Caſes it is bad Play to put on your 
four King; but if the Queen of Trumps is led, 
and and that you ſhould happen to have the 
only King, with two or three Trumps, it is the 
uveen | beſt Play to put on the King, becauſe it is 


iſ 7) good Play to lead from the Queen and one 
* 1 . {Mall Trump only; and in that Caſe, 


* ſnou'd your Partner have the Knave of 
101. Trumps, and your Left-hand Adverſary 
* the hold the Ace, your neglecting to put on 


the King is the Loſs of a Trick. 


CHAP. 
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is an equal Wager that your Partner has 
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„ 
The Ten or Nine being turn d ap on your 

Rerght-hand, &e. | 
J. Fg 

80 PP OSE the Ten is turned up on 

your Right-hand, and that you ſhou'd 
have King, Knave, Nine, and two ſmall 
Trumps, with eight other Cards of no Va- 
lue, and that it is proper for you to lead 
Trumps; in that Caſe, begin with the 
Knave, in order to prevent the Ten from 
making of a Trick; and tho' it is about 
five to four that your Partner hold an Ho- 
nour, yet if that ſhould fail, by fineſſing your 
Nine on the Return of Trumps from your 
Partner, you haye ow Ten in your Power. 

The Nine being turned up on your 
Right-hand, and that you ſhould have] 
Knave, Ten, Eight, and two ſmall Trumps, 
by leading the Knave it anſwers the like 
Purpole of the former Caſe; 
maT e NOOR 
You are to make a wide Difference be- 
tween a Lead of Choice, anda forced Lead 
of your Partner's; becauſe in the firft Caſe 
he is ſuppoſed to lead from his beſt Suit, 
and finding you deficient in that Suit, and 
not being ſtrong enough in Trumps, and 
TJ Þs not 


ot daring to force you, he then plays his 
ext beſt Suit, by which Alterat ion of Play 
t is next to a Demonſtration that he is weak 
n Trumps ; but ſhould he perſevere, by 
Playing of his firſt Lead it he is a good 
layer, you are to judge him ſtrong in 
rumps. and it is a Direction for you to 
ad * Game accordingly. 5 
IV. 
There is nothing more pernicious at the 
zame of Whiſt, than to change Suits often, 
ecauſe in every new Suit you run the Riſk 
f giving your Adverſary the Tenace ; and 


Which you have the Queen, Ten, and three 


Pine only, in that Caſe, if you ſnould 
appen to be weak in Trumps, and that 


is your beſt Play to purſue the Lead of 
at Suit, by playing your Queen, which 


aves it in your Partner's Option whether 
> will trump it or not, in caſe he has no 


> better Play to lead from your Queen 


ad in etther of thoſe Suits, 
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erefore, though you lead from a Suit of 


ball ones, and your Partner puts up the 


pu have no tolerable Suit to lead from, 


ore of that Suit; but in your ſecond Lead, 
| caſe you ſhould happen to have the . 
ucen or Knave of any other Suit, with 
o Card only of the ſame Suit, it would 


Knave of either of theſe Suits, it being - 
2 that your Parner has one Honour at 


8 - 
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If you have Ace, King, and one ſmall | 
Card of any Suit, with four Trumps ; if 
your right-hand Adverfary leads that Suit, 
paſs it, becauſe it is an equal Wager that} 
your Partner has a better Card in that Suit 


than the third Hand; if ſo, you gain a 


Trick by it; if otherwiſe, as you have 
four Trumps, you need not fear to loſe by 
it, becauſe when Trumps are played, you 
may be ſuppoſed to have the long Trump, 


tbebobobebeb do lg b dbds. db ok 1 


CH AE. All 


A Caution not to part with the Com. 

mand of your Adverſaries greatSutt, &. 
| | 1 © | | 

N Caſe you are weak in Trumps, and} 


that jt does not appear that your Partner 
IS very ſtrong in them, be very cautious} 


how you part with the Command of your 


Adverſary's great Suit: For ſuppoſe your 


Adverſary plays a Suit of which you have 


King, Queen, and one ſmall Card only, 
the Adverſary leads the Ace, and, upon 
playing the ſame Suit, you play your 
Queen, which makes it almoſt certain to] 
your Partner that you have the King ; and} 
ſappoſe your Partner refuſes to that Suit, 
do not play the King, becauſe if the Lead- 


er 
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nall ll &r of that Suit, or his Partner have the 
if Long Trump, you riſk the loſing of three 
uit, Tricks to get one. 
that} = II. 

Suit Suppoſe your Partner has ten Cards re 
in al maining in his Hand, and that it appears 
jave to you, that they conſiſt of Trumps and 
e by one Suit only; and ſuppoſe you ſhould 
youll have King, Ten, and one ſmall Card of 
mp, Ml his ſtrong Suit, with Queen and two ſmall ; 

Trumps ; in this Caſe, you are to judge he | 
4-0 BY has five Cards of each Suit, and therefore | 
you ought to play out the King of his ; 
ſtrong Suit; and if you win that Trick, 
your next beſt Play is, to throw out the 
Queen of Trumps ; if that likewiſe comes | 
home, proceed to play Trumps : This Me- 
thod of Play may be made uſe of at any |} 
Score of the Game, except at 4 and 9. 


III. 
The TRVuup turned up io be remembered. 


It is ſo neceſſary that the Trump turned | 
up ſhould be known and remembered, | 
both by the Dealer and his Partner, that |} 
we think it proper to obſerve, That the 
Dealer ſhould always ſo place that Card, 
as to be certain of having recourſe to it : 
For, ſuppoſe it to be only a 5, and that 
the Dealer has two more, viz. the 6 and 
9, if his Partner trumps out with Ace and 
Kang, 


Jom- 


&. 
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King, he ought to play his 6 and 9; bell 
cauſe, let us ſuppoſe your Partner to nal 4 
Ace, King, and four ſmall Trumps, in 4 
this Caſe, by your Partner's knowing youll 
have the 5 remaining, you may win ma 1 
* Tricks. 
IV. 


Your right: hand Adverſary leads a Sui 1 
of which you have the, Ten and two ſmall 
ones; the third Hand puts up the Knavell 
your Partner wins it with the King; when 
your right-hand leads that Suit again, and 
plays a fmall one, do you put on your Ten 
| becauſe it may ſave your Partner's Ace 
uponSuppoſitidn that your right-hand AdM 
verſary led from the Queen; you will 1c! 
dom fail of Succeſs by this Method of Play 
4, V. | 
' Suppoſe: you have the beſt Trump, and 
that the Adverſary A has one Trump on 
remaining, and that 1t appears to you the 
your Adverſary B has a great Suit; in this 
Caſe, though you permit A to make his 


Trump, yet by keeping the Trump in you! 


Hand, you prevent the Adverſary B from 

making his great Suit; whereas, if youll 
had taken out 4's Trump, it had made 
only one Trick difference, but by this Me 
thod you probably fave three or fout 
Tricks. 


Thel 
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have N | To MI. 1 
8, inf The. following C4 SE happens frequently, 
yo That you have two Trumps remaining 


ma when your Adverſaties, have only one, and 
great Suit, in this Caſe always play a Trump, 
tho' you have the worſt, becauſe by re- 
moving the Trump out of your Adyerſa- 
ry's Hands, there can be no Obſtruction 
to your Partner's great Suit. 


. 


2 Sul 
ſmal 
navel 
when 
|, An 


Ten, Suppoſe you ſhould have three Trumps 
Ace when no body elſe have any, and that you 


1 Ad: 
Il ſel 
Play, 


ſhould have only four Cards of any certain 
Suit remaining; in this Caſe play a Trump, 
which ſhews your Partner that you have all 
the Trumps, and alſo gives you a fair 


>, an Chance for one of your Adverſaries to 
> on throw away one Card of the aforeſaid Suit; 
u A: by which means, ſuppoſing that Suit to have 
in thi 


been once led, and one thrown away, 


ke hi makes Five, and four remaining in your 
1 youll Hand makes Nine, there being only four 
from remaining between three Hands, and your 
f youll Partner having an equal Wager to hold a 


" made} 


is Meſſ er, it therefore follows that you have an 
four equal Chance to make three Tricks in that 


Suit, which probably could not have been 


done but by this Method of Play. 


Thi] Suppoſe 


it appears to you that your Partner has one 


better Card in that Suit than the laſt Play - 


1 
6 
m 
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| VIII. I 
Suppoſe you have five Trumps, and ſi 

ſmall Cards of any Suit, and you are to 
lead; the beſt Play is to lead from the Suit 
of which you have ſix, becauſe, as you are 
deficient in two Suits, your Adverſarie: 
will probably trump out, which is playing 
your own Game for you ; whereas, had 
you begun with playing Trumps, they 
would force you, and conſequently deſtroy 
your Game. SE 

bb tb bdo bo gb beb gb kb AN 


. 
Some Purchaſers of the TRRATISE V 


Manuſcript, diſpoſed of the laſt Win. 
ter, having defired a further Explana- 
tion concerning the playing of Se. 
quences, they are explained in the fol- 
lowing Manner. , | 

a 1 N Trumps you are to play the higheſt} 
1 of your Sequences, unleſs you ſhou'd 
have Ace, King, and Queen; in that Caſe 
play the loweſt, in order to let your Part- 

ner into the State 1 38 Game. - 

In Suits which ate not Trumps, if you 

have a Sequence of King, Queen, and 


K nave, and two ſmall ones; whether you 
are 


23 P or // (. OLLOHT; NN = \ 267, 
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Pre ſtrong in Trumps or not, it is the beſt 
Play to begin with the Knave, becauſe, by 
retting the Ace out of any Hand, you 
nake room for the whole Suit. 
are E AL 
And in caſe you are ſtrong in Trumps, 
ppoſing you ſhould have a Sequence of 
geen, Knave, Ten, and two ſmall Cards 
Wt any Suit; in that Caſe, you ought ro 
lay the higheſt of your Sequence, be- 
Wuſe, if either of the Adverſaries ſhould 
ump that Suit in the ſecond Round, by 
ing ſtrong in Trumps, you fetch out 
Weir Trumps, and conſequently make the 
emainder of that Suit. 
The like Method may be taken, if you 
ould happen to have a Sequence by 
nave, Ten, Nine, and two {mall Cards 
any Suit. 85 
= -: 


lf you have a Sequence of a King, Queen, 
Jnave, and one ſmall Card of any Suit, 
hether you are ſtrong in Trumps, or o- 
erwiſe, play your King; and do the like 
any interior Sequences, if you have on- 


Part: four in Number. 
15 . 
- But if you ſhould happen to be weak 
11 Trumps, you muſt always begin with 
an 


e loweſt of the Sequence, in caſe you 
Tr JOU Would have five in Number; for ſuppoſe 
D your 


50 A ſhort TREATISE 07 


your Bartner to have the Ace of that S ne 
he then makes it; and where lies the Dilte4 
rence whether you or your Partner win ff 
Trick? For if you had the Ace and fou 
ſmall Cards of any Suit, and are weak i 
Trumps, and led from that Suit, if vou pla I 
well, you ought to play the Ace; it you ai 
very ſtrong in Trumps, you may play youll 
Game as backward as you pleale ; ph 3 
you are weak in Trumps, you muſt i 
the reverſe. 


tn "4 Cs. ed = 
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VI. 
Let us explain what is meant by bei 
ſtrong or weak in Trumps. 


If you have Ace, King, and three ſind I 
Tremps. . 1 
King, Queen, and three ſmall Trump 
Queen, Knave, and three ſmall Fan 
Queen, Ten, and three ſmall Trumps. 
Knave, Ten, and three ſmall Trum ps 2 
Queen, and four {mall "Trumps, 
Knave, and four ſmall Trumps. 


In any of the aforeſaid Caſes, you maj 

be underſtood to be very ſtrong in 7 Trump 

and therefore you may play by the forego 
ing Rules, being morally aſſured of havin! 
the Command in Trumps. 

If you have two or three ſmall Trump 
only ; we underſtand you to be weak! 
them. | 

VIII 
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. 7 
W hat Strength in Trumps intitles you to 


5 1 
mi 
vin! 
fou 
ak i 
| play 
Ju art 
youll 
zut i 


t pla 


Ace, and three ſmall Trumps. 

King, and three ſmall Trumps. _ 

Queen, and three ſmall Trumps. 

Knave, and three ſmall Trumps. 

V 5 4 

If, by Accident, either you or the Ad- 
verſaries have forced your Partner, (tho 
you are weak in Trumps) if he has had the 
Lead, and does not chuſe to trump out, 
force him on as often as the lead comes in- 
ſmaßhor your own to play. 1 

IX. | 


Un If you ſhould happen to have only two 
um: WWor three ſmall Trumps, and that your right- 
MPs. Whand Adverſary leads a Suit of which you 
an Pave none, trump it, which is an informa- 


tion to your Partner that you are weak in 
Trumps. Iv 


u mal | | R, 

rum Suppoſe you have Ace, Knave, and one 

yy ſmall Trump, and that your Partner trum 
aviny 


to you, ſuppoſe from the King and three 
{mall Trumps, Query, Whether it is the 
beſt Play to put on the Ace or Knave? And 
ſuppoſe your right-hand Adverſary has 
hree Trumps, and that your left hand Ad- 


[rump 
weak | 


VIII 


4 
— E ²˙rJ—J—ĩ—̃ 


force your Partner at any Point of the Game? 


to your Hand, unleſs you have good Suits 


2 verſary 


bf — 


f 
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verſary has the like Number; in this Caſs, 
by fineſſing of your Knave, and playing 
your Ace, if the Queen, is on your right. 
hand, you win a Trick by it; but if the 
Queen i is on your left-hand, and you ſhov'd 
play the Ace, and then return the Knave, 
admitting your left-hand Adverſary put on 
the Queen, which he ought to do, it is 
above 2 to 1 that one of the Adverſaries 
have the Ten, and conſequently you gain] 
no Trick by playing thus. 
XI. 

If your Partner has led from the Ace of 
T rumps, and ſuppoſe you ſhou'd have 
King, Knave, and one ſmall Trump, by 
putting on your Knave, and returning the 
King, it anſwers exactly the like Purpoſe of 
the former Rule. 


In other Suits you may practice the like | 
Method. £ 


2 — ——— -— 


XII. : 
If you are ſtrong in Trumps, and that 

you have King g, Queen, and two or three 
ſmall Cards in any other Suit, you may lead. 

a coy atk it being 5 to 4 t chat your Part- 

ner has an Honour in that Suit; but, if you 


are weak in Trumps, you ought to begin 
with the King. 
XIII, 


If your right-hand Adverſary leads 1 
Suit of which you have King, Queen, and; 
two 
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two or three ſmall Cards of the ſame Suit, 
you being ſtrong in Trumps, may paſs it, 
becaule it is an equal Wager that your Part- 
ner has a better Card in that Suit than the 
third Hand ; if not, by your Strength of 
Trumps, you need not fear making that 
Suit. 


MT. 
If your right-hand Adverſary leads a 


Suit, of which you have King, Queen, and 
one ſmall Card, whether in Trumps or not, 


put on the Queen: Alſo, if you have Queen, 
Knave, and one ſmall Card, put on the 
Knave and if you have Knave, Ten, and 
one ſmall Card, put on the Ten; by putting 
up the ſecond beſt, as aforeſaid, your Part- 
ner has an Expectation of your having a 
better Card or Cards, in the ſame Suit; 


and, by recourſe to the Calculations annex- 


ed to this Treatiſe, he may be able to judge 


what are the odds for and againſt him, 


: XV. 

It you ſhou'd have Ace, King, and two 
ſmall Cards in any Suit, being ſtrong in 
Trumps ; if your right-hand Adverſary 
leads that Suit, you may paſs it, becauſe it 
is an equal Wager that your Partner has a 
better Card in that Suit than the third 

Hand; if ſo, you gain a Trick by it; if 
otherwiſe, you need not fear to make your 
D 3 Ace 
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Ace and King, by your Strength in 
Frumps. 


XI. 

If you ſhould have the Ace, Nine, Eight, 
and one ſmall Trump, and that your Part- 
ner leads the Ten; in that Caſe paſs it, 
becauſe unleſs the three Honours lie behind 
you, you are ſure of making two Tricks; 
do the like, if you ſhould have the King, 
Nine, Eight, and one ſmall Trump; or the 
Queen, Nine, Eight, and one ſmall Trump. 

XVII. 

In order to deceive your Adverſaries, if 
your right-hand Adverſary leads from a 
Suit, of which you have Ace, King, and 
Queen, or Ace, King, and Knave, put on 
the Ace; becauſe that encourages the Ad- 
verſaries to play that Suit again: And tho? 
you deceive your Partner by this Method 
of Play, you alſo deceive your Adverſarics, 
which is of greate1 Conſequence in this Caſe; 
becauſe, if you had put on the loweſt of 
the Tierce- major, or the Knave in the other 
Suit, your right-hand Adverfary had made 
a Diſcovery that the Strength of that Suit 
was againſt him, and conſequent ly would 
have changed Suits. 

XVIII. 

Suppole you have Ace, Ten, and on 
ſmall Card, in any Suit; alſo the Ace 
Nine, and one ſmall Card of any Suit, Quer, 
VV hich 
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Which of theſe Suits ought you to lead 

from? Anſwer, from the Suit of which yOu 

have the Ace, Nine and one ſmall Card 
for this Reaſon, it being an equal Wager 


t- that your Partner has a better Card in that 
it, Suit, than the laſt Player; if not, let us then 
nd ſuppoſe that your right-Hand Adverſary 
SS; leads from the King, or Queen of the Suit, 
8, ME ct which you have the Ace, Ten, and one 
the WE ſmall Card, in that Caſe, it is an equal Wa- 
2p. ger that your Partner has a better Card in 
„that Suit, than the third Hand; if that hap- 
„ it pens to be the Caſe, upon the Return of the 
N a uit, you lie Tenace, and conſequent] and 
ind fair Chance for three Tricks in that Suit. 
on XIX. 5 
d- A Cass 10 demonſtrate the Tenace. 


ho! Let us ſuppoſe A and B to play at I wo- 
101 BY handed Whiſt, and let us ſuppoſe A to have 
les, the Ace, Queen, Ten, Eight, Six, and Four 
aſc; Hof Clubs, which in caſe 8 always leads, aic 
of h ſure Tricks. Let us ſuppoſe he has the 
her ame Hand. in Shades, which, in caſe B 
ade 7 74 15 leads, are 2 more fure Tricks. We 
1 op uppole B has the Remainder of theſe two 
U. its. 
Vet us ſuppoſe B to have the ſame Hand 
in Hearts and Diamonds, as Ahas in Spades 

ons and Clubs, and that A has the Remainder 
\cc, Not the Hearts and Diamonds, which, in caſe 


ery, - 4 x A 
8 
hich | 
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always leads, are twelve ſure Tricks alſo 
to B. 

The foregoing Caſe ſhews that both] 
Hands are exactly equal; and therefore let 
one of them name his Trumps, and lead, he] 
wins thirteen Tricks only. 

But if one names the Trumps, and the] 
other leads, he that names the Trumps 
ought to win fourteen Tricks. | 

Thoſe who would attain to the playing 
of Whiſt to perfection, mult not be content 
only with beinga Maſter of the Calculations 
contained in this Treatiſe, and alfo an ex- 
act Judge of all the General and Particular 
Caſes in the ſame ; but be a very punctual 
Obſerver of ſuch Cards as are thrown away, 
both by his Partner and Adverſaries, and 
at what time : Whoever attends cloſely to 


theſe Particulars, is the moſt _y to attain MW} 
their End. | 


checks hodteohe choc cke ke kekreke cok lecke | 
CHAP. XV. | 
Additional Cats. | | 
| 

| 


[i 
WI EN it appears to you that the Ad- 
verſaries have three or four Trumps 
remaining, and that neither you nor your 
Partner have any, never attempt to force 
one Hand to trump, and to let the other 
throw 
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throw away a loſing Card, but rather en- 
deavour to find out a Suit in your Partner's 
Hand, in caſe you have no Suit in your 
ovn, by which means you prevent them 
from making their Trumps ſeparate. 
1 „*** 
Suppoſe A and B are Partners againſt C 
and D, and ſuppoſe nine Cards are played 
out, and alſo ſuppoſe eight Trumps are 


ing played out; and further ſuppoſe 4 to have 
rent one Trump only, and ſuppoſe his Partner 
ons {MW to have the Ace and Queen of Trumps, 
ex- N and ſuppoſe the Adverſaries C and D to 
ular have the King and Knave of Trumps be- 
tual WW tween them, A leads his ſmall Trump, C 


plays the Knave of Trumps; Query, Whe- 
and ther B is to play his Ace or Queen of 
to Trumps upon the Knave ? Anſwer, B is he 
tain play his Ace upon the Knave, becauſe , 
having four Cards in his Hand remainir and 


. 


four Cards in a Hand to three, the Odds 

then is 3 to 2 and if we reduce the Num- 
ber of three Cards in a Hand to two, the 
Ad- Odds then is 2 to one in favour of B's win- 

mps ning of a Trick, by putting on his Ace of 
our rumps: By the like Rule you may play 
orce all the other Suits. | 7 
ther D's „ 
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_ - Let us ſuppoſe you have the thirteenth 
Trump, and alſo the thirteenth Card of any 
Suit in your Hand, and one lofing Card, 
and let us ſuppoſe you have only three Cards 
remaining, Prery, Which of theſe Cards 
are you to play? Anſwer, Yeu are to play 
the loſing Card, becauſe if you play the 
1 - thirtecnth Card Arft, the Adverfaries Know- 
e ing you to have one Trump remaining 

W | will not paſs your lofing Card, and there. 
fore you play 2 to 1 agar yourſzlt. 


Let us fuppoſe that you have the Ace, 
11117 King, and three ſmall Cards in any Suit, 
We which has never been played, and let us 
Ll ſuppoſe chat it appears to you that your 
mertaer has the laſt Trump remaining, 

10 eh #67), How are you to play theſe Cards to 
gur greateſt Advantage! ? Anſwer, Y ou are 
lead a ſmall Card in that Suit, Becaule it 

is an equal Wager that your Partner has 3 
„ better Card in that Suit than the laſt Player; 
| 008 if ſo, and that there are only three Cards in 

. that Suit in any one Hand, it follows that 
40 you win five Tricks in that Suit; whereas, 
4 if you play the Ace and King of that Suit, 
„ it is 2 to 1 that your Partner does not hold 


LY 1 ind a 


| 
4 the Queen, and conſequently, by playing 
IM | the Ace and King, it is 2 to 1 that you win 
48 only two Tricks in that Suit. This Method 
ma) 
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may be taken in caſe all the Trumps-. are 


played out, provided you have good Cards 
in other Suits to bring in this Sui it, and you 


may obſerve that you reduce the Odds of 


2 to 1 again{t you, to an Equal Chance by 


this Method of Play, and probably Sain 
three Tricks by it. 1 


If you chooſe to have : Trumps played by 
the Adverſaries, and that your Partner has 
led a Suit to you, of which you have the 
Ace, Knave, Ten, Nine, and Eight, or the 
Ring, Knave, Ten, Nine, and Eight, you 
are to play the Eight of ein Suit, which 
probably leads the Adverſary, if he wins that 

Card, to play Trumps. 
VI. 5 ; 

Suppole you ſhould have a Quart-major 


in any Suit, with one or two more of the 


ſame Suit, and that it is neceſſary to let your 
Partner know that you have the Command 
of that Suit, in that Caſe, throw away the 
Ace of that Suit, upon any Suit of which 


you have none in your Hand to clear up 
his Doubts, becauſe the Odds is in your fa- 


vour that neither of the Adverſaries have 
more than three in that Suit: The like Me- 
thod 27 be taken if you have a Quart to 
a King; (the Ace being played out) you 
may throw away the King, alfo if you 
ſhould have a Quart to a Queen, (the Ace 
and King being Eployed out) you may throw | 


away 
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away your Queen: All which lets your Part. 
ner into the State of your Game, and you 
may play by the like Rule i in all inferior Se- 


quences, having the beſt of them in your 
Hand. 
VII. 


There is ſcarcely any thing more com- 
monly practiſed amongſt moderate Players, 
in caſe the King is turned up on their left- 
hand, and that they have the Queen and 
one ſmall Trump only, to play out their 
Queen, in hopes their Partner may win the 
King if it is put on; not conſidering that it 
is about 2 to 1 that their Partner has not 
the Ace, and admitting he has the Ace, 
they do not conſider that they play two 
Honours againſt one, and conſequently 
weaken their Game, the Neceſſity only of 
playing Trumps ſhould oblige them to Ow" 
thus. 

VIII. 
4A Cafe which frequently Bappens. 

A and B are Partners againſt C and D; 
all the Trumps are played out except one 
which C or D has; A has three or four 
winning Cardsin his Hand of a Suit already 
played, with an Ace and one ſmall Card of 

another Suit; Query, Whether it is 4's 
| beſt Play to throw away one of his winning 
Cards, or the ſmall Card to his Ace-ſuit? 
— It is his beſt . to throw away 

one 
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the GAME of WII T. 61 
one of his winning Cards, becauſe if his 
right-hand Adverfary plays to his Ace- ſuit, 
he has it in his Power to paſs it, and conſe- 
quently his Partner B has an equal Chance 
to have a better Card in that Suit than the 
third Hand; if ſo, and that he has any for- 
cing Card, or one of his Partner's Suit to 
play to him, in order to force out the laſt 
Trump, his Ace remaining in his Hand, 
brings in his winning Cards; whereas, if 
A had thrown away the ſmall Card to his 
Ace-ſuit, and that his right-hand Adverſary 
had led that-Suit, he had been obliged to 


put on his Ace, and conſequently had loſt 


tome Tricks by this Method of Play. 
: " JI | , 
Suppoſe ten Cards have been played out, 


and ſuppoſe it appears very probable that 


your left-hand Adverſary has three'T rumps 


remaining, viz. the beft and two ſmall ones; 


and ſuppoſe you have two Trumps. only, 
and that your Partner has no Trump, and 
luppoſe your right-hand Adverſary plays a 
Thirteenth or ſome other winning Card; 
in that Caſe paſs it, by which Means you 
gain a Trick. 

| X 


In order to let your Partner into the State 
of your Game, let us ſuppoſe you to have 
a Quart-major in Trumps (or any other 
tour beſt Trumps) if you are obliged to 

| | trump, 
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trump a Card, win it with the Ace of 
Trumps, and then play the Knave, or win 
It with the higheſt of any other four beit 
"Trumps, and chen play the loweſt, which 
. Clears up your Game to your Partner, and 
by ſuch a Diſcovery it may be the Means ct 
winning many Tricks; you may practice 
the like Rule in all other Suits, 
7.4 « 
If your Partner calls at the Pointof Eight 
efore his time, you are to rump to him, 
whether you are ſtrong in T. umps Or Suits, 
or not, becauſe as he calls before he is o- 
bliged to do ſo, it is a Declaration of his be- 
ing ſtrong n T. rumps. 
X1 
1 right hand Adverſary turns 
vp the Queen - Clubs, and ſuppoſe when 
ke has the le J, he plays the Knave of 
Clubs, and 1 5 c you have the Ace, Ten, 
and one Club more, or the Ring, Ten, and 
one ſinall Card. Query. When he leads 
his Knave whether you are to win it or not! 
An ſtoer, You are not to win it, becauſe it 
is an equal Wager, when he leads his 
Knave of Clubs, you not having the 
King, that your Partner has it; allo, It 13 
an equal Wager when he leads his Knave 
of Clubs, you not having the Ace, that 
your Partner has it, and confequently you 
gain a Trick by paſt ng it; which cannot 


be done if you either put on your King ol 
Ace of Clubs, f | XIII 
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III. 5 


A Caſe for a Slam. 


h Let us iuppoſe A and B Partners againſt 
0 C and D, and let us ſuppoſe C to deal. and 


let us ſuppoſe | A to have the King, Knave, 
Nine, and ſeven of Clubs, they being 
Trumps; a Quirt-major in Diamonds, a 
Terce-major in Hearts, and the Ace and 
King of Spades. 

Let us ſuppoſe Bto have nine Diamonds, 
two Spades, and two Hearts, 

Allo let us ſuppoſe D to have the Ace, 
Queen, Ten and Eight of Trumps, with 
nine Spades. 

And let C have five Trumps and Fight 
Hearts. 

A isto lead a Trump, wh! ich Dis to win, 
and D is to play a Spade which his Partner 
C is to trump; C is to lead a Trump, 
which his Parner D is to win,; then D1s 
to lead a Spade, which C is to trump 3 and 
C 1s to play a T rump, which D is to win; 
ang D 2 the beſt Trump is to play 

; Which done, D having ſeven Spades in 


hi Hand ws them, and conſequently 
Slams A and B. 


CHAP. 
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„2 - 6 
Additional Casts at WurisT, never T 
publiſhed till 1748. If 

, 1 p 


J F your Partner. leads the King of a Suit, Wl" 
and that you have none of that Suit, {MW a 
Paſs it, by throwing away a loſing Card, Wt 
(unleſs your right-hand Adverſary has put Ml > 
On the Ace, becauſe, by ſo doing you make 
room for his Suit. 
II. 


Suppoſe your Partner leads the Queen 
of a Suit, and your right-hand Adverſary 
wins it with the Ace, and returns that Suit, 
in caſe you have none of it, do not trump 
it, but throw away a loſing Card, which 
makes room for your Partner's Suit. An 
Exception to this Manner of Play is, it WW* 
you play for an odd Trick, and that you I 
are very weak inTrumps, you may trump |M< 
It, ena 
e w 
Suppoſe you have the Ace, King, and ÞMW* 

1 ſmall Card of a Suit, and that your left- Ip! 
hand Adverſary leads that Suit; and ſup- 
poſe you ſhould have 4 ſmall Trumps, 
and no Suit of conſequence to lead from; 
and ſuppoſe your right-hand Adverſary 
ſhould put up the Nine, or any _ 
Card; 
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Card; in this Caſe, win it with the Ace, and 
return the lead upon the Adverſary, by 
playing the ſmall Card of that Suit ; who 
er will have reaſon to judge that the King 
lies behind him, and conſequently will not 
put up his Queen if he has it, and therefore 
it, you have a fair Probability of winning 
nt, 2 Trick by this Method of Play, and at 
d, tie fame time letting your Partner into the 
jut State of your Game. 1 


E. 


ke _—_ 
If your Partner forces you to trump a 
Card early in the Deal, you are to ſup- 
en poſe him ſtrong in Trumps ; except at the 


points of 4 or 9; and therefore if you are 
trong in Trumps you may play them. 


N A 
9; Suppoſe you call at the Point of 8, and 
An our Partner has no Honour, and ſuppoſe 
if Nou ſhould have the King, Queen, and 


Ten; the King, Knave, and Ten; or the 
Queen, Knave, and Ten of Trumps; when 
Trumps are played always put on the Ten, 
which demonſtrates to your Partner that 
you have 2 Honours remaining, and ſo 
plays his Game accordingly. 


] -— . | os 
4 Suppoſe your right-hand Adverſary calls 
m; Nat the Point of 8, and his Partner has no 
rr onour, and ſuppoſe you ſhould have the 
rer King, Nine, and 1 ſmall Trump, or the 


Queen, Nine, and 2 ſmall Trumps, when 
: Trumps 
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Trumps are played by your Partner put on 
the Nine, becauſe it is about 2 to I that 
the Ten is not behind you, and ſo you Pla 
your Nine to an Advantage. 

VII. 

If you ſhould happen to lead a Suit of 
which you have the Act, King, and 2, or 
3 more, when you play the Ace, if your 
Partner plays the Ten, or Knave, and 
ſuppoſe you ſhould have one ſingle Card 
in your Hand in any other Suit, and two or 
three ſmall Trumps only, in this Caſe lead 
the ſingle Card in order to eſtabliſh a Saw, 
and this Conſequence attends fuch Play, 
viz, upon leading that Suit it gives your 
Partner an equal Chance of having a bet 
ter Card in it than the laſt Player, Wheres 
had he led that Suit to you, which is pro- 
bable had been his ſtrong Suit, the Ad- 
verſary would have made the Diſcovery 
of your attempting to eftabliſh a Saw, 
they would trump out, and fo prevent 
your making your ſmall Trumps : By this 
| Method of Pla ay your Partner will eaſily 
judge the Reaſon for your changing of 
Suits; and to play his Game according] Y. 

VIII. 

Suppoſe you have the Ace and Deuce 
of Trumps, and ſtrong in the three other 
Suits, if you are to lead, play your Ace, 

and next your Deuce of Y rumps, in ordef 
| 10 


* 
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to put the Lead into your Partner's Hands, 
nat to take out 2 Trumps for 13 and ſuppoſe 
lay the laſt Player wins that Trick, and that 

Ihe leads a Suit of which you have the 

Ace, King, and 2 or 3 more, pals it, be- 
of N cauſe it is an equal Wager that your Part- 
or ner has a better Card in that Suit than the 
2ur third Hand; if ſo, he will then have an 
nd Opportunity of taking out two Trumps to 
one; when the Lead comes into your Hand 
you are to endeavour to force out 1 of the 


cad 2 Trumps remaining, upon Suppoſition 
wi: Trumps are played out, and the Odds 
ay, Nies ſtill in your Favour that your Partner 
our bas 1 of the 2 Trumps remaining. 
ct | . : 4s 
eas WT Suppoſe 10 Cards are played out, and that 
2r0- ou have the King, Ten, and 1 ſmall Card 
\d- of any Suit, which has never been led, and 
ery i ſuppaſe you have won 6 Tricks, and ſup- 
[poſe your Partner leads from that Suit, 
ent end that there is neither a Trump or thir- 
this I teenth Card in any Hand, in this Caſe, un- 
ess your right-hand Adverſary puts on ſo 
; of high a Card as obliges you to play your 
7. king, do not put it on, becauſe upon the 


Return of that Suir you make your King, 
and conſequently . the odd Trick, which 
makes 2 difference, if there happens to be 
only 9 Cards played out in the like Cir- 
cumſtance, you are to play by the like 


Rule 
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Rule. This Method is always to be tz. 


ken unleſs the gaining of 2 Tricks gives 
you a Chance either to fave your Lurch or 
to win or ſave the Game. 

Suppoſe A and B Partners againſt C and 
D, and let us ſuppoſe B has the two laſt 
_ Trumps, alſo the Queen, Knave, and Nine, 
of another Suit, and let us ſuppoſe 4 ha; 
neither the Ace, King, or Ten, of that 
Suit, and A is to lead that Suit; Quer), 
What Card is B to play to give him the 
faireſt Probability of winning a Trick in 
that Suit? Anſwer, B is to play the Nine 
of that Suit; becauſe it is only five to four 
aginſt him that his left-hand Adverſar 
holds the Ten, and if he plays either the 
Queen, or Knave, it is about three to one 
that the Ace, or King, is in his left-hand 
Adverſary's Hands, and conſequently he 
reduces the Odds of three to one againſt 
him, to five to four only. 

Let us vary the foregoing Caſe, and put 
the King, Knave, and Nine of a Sait into 


B's Hand, upon Suppoſition that A has 
neither Ace, Queen, or Ten, when A leads 
that Suit, it is exactly equal whether 3Þ 
plays his King, Queen, or Ten. 
8 XII. 
Suppoſe you have Ace, King, and three 
0) 
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Wfour ſmall Cards of a Suit not played, and 
chat it appears to you that your Partner has 
Iche laſt Trump; in this Caſe, if you are to 
Lead, play a ſmall Card in that Suit, it being 


1d Yan equal Wager that your Partner has a 
better Card in that Suit than the laſt Player; 
ic, if fo, the Probability is in your Favour that 


you make 5 or 6 Tricks in that Suit, but 
if you ſhould play out the Ace and King, 
of that Suit, it is 2 to 1 that your Part- 
ner has not the Queen, and conſequently 
it is 2 to 1 that you make only two Tricks 
in that Suit, by which Method of Play 
you riſk the loſing of 3 or 4 Tricks in that 
Deal to gain one only. i; ca Heb 


ar 
r. XIII, 1 22 
Ine Suppoſe your Partner leads a Suit of 


ma which he has the Ace, Queen, Knave, and 
he many more, and leads his Ace, and then 
nf {plays his Queen, in cafe you have the King 

and two ſmall Cards in that Suit, win his 

Queen, with the King, and ſuppoſe you 
put {Mare ſtrong in Trumps, by clearing the Board 
nto of Trumps, and having a ſmall Card of 
g your Partner's great Suit, you do not ob- 
ſtruct his Suit, and conſequently win ma- 
ny Tricks by this Method of Play. 


CHAP. 


we A Ents 1 n 


"CHAP. VII 


4A. DICTION ARY for WuisT, 
which reſolves almoſt all the Critical 
:  Cofes that may kappen at that Gamr, 
by way of Queſtion and Anſwer, 


4 O W to play Trumps to the great 
= eit Advantage, peruſe the Trea- 
tiſe of Whiſt, Chap. I. Caſe 11. and all the 
remaining Cafes in that C hapter, alſo Chap, 
. 

2. How to play Sequences when Trumps 

Anſwer, you are to begin with the high: 
eſt of them, | 

3. How to play Sequences when they are 
not Trumps ?. 

Anſ. If you have 5 in Number, you are 
to begin with the loweſt, if 3 or 4 in Num. 
ber, always play the higheſt, 

4. Why do you prefer playing of Sequen- 
ces rather than other Suits ? 
Am. Becauſe they are the ſafeſt Lead, and 
gain the Tenace in other Suits. 

5. When ought you to make Trick 
early? | 

Anſ. When you are weak in *Lrumps. 

6. When ought you not to make Trick 
early? 

Anſ. When you are 3 in Trumps: 


7 
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When do you play from an Ace: ſuit? 
Wa You do ſo when you hive 2 in 
Number. only in * Suit ( Irumps ex- 
cepted.) a 
3. When don't you olay from an Ace 
Suit? 
Anſ. You ought not to lead fram an 
Ace-{uit, having 4 or more in Number in 
any other Suit; becaule the Ace is an Af- 
fillant to your great Suit, and when 
Trumps are pla 2yed out enables Your to 
make that Suit. 


y 9. When any Card of Conſeiuents 8 
oY tines up on your right or left- hand, How 
zh: are you to play in that Caſe ? See Chap, X, 


Caſe 1. Chap. XII. Caſe 1. 

are 10. Why are you always to play your 
Hand by your own and Adverſaries Scores? 
are Anſ. Chap. I. Cale 6., See RETRY 
jim. in this Cale. 

11. How to know when your. Partuith 
has no more of the Suit played? See Chap, 
IV. Can 2, 2,4; 

12. Reaſons for putting on at Second- 
hand the King, Queen, Knave, Ten, and 
Ki 17 not? Chap. X. Caſe 1,2, 3. 

. Why are you to play che Queen, 
Knave, Ten, o any Suit, when that Suit 
is played a ſecond time, having 3 in Num- 
ber only? Chap. XIII. Caſe 4. | 

14. When ought you to bo tru mp your 
Adverſary, and when not? 


nf 
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Anſ. When you are weak in Trumps, 
you ovght to over-trump him; but if 
ſtrong in Trumps, you ought to throw 
away a loſing Card. * 

15. Reaſons for not parting with the 
| Command of your Adverſary's ſtrong Suit, 
Chap. XIII. Caſe 1. * 

16. If your Adverſary on your right hand 
leads a Suit of which you have the Ace, 
King, and Queen, Why are you to put on 
the Ace preferable to the Queen ? 

Anſ. Becauſe it deceives the Adverlary ; 
which, in this Caſe, is of more Conſequence 
to you than to deceive your Partner. 

17. To declare your ſtrong Suit, when 
proper to be done, and when not ? 

Anſ. When you have only one ſtrong ky. 
Suit, and your Trump out to make chat 
Suit, in this Caſe you ought to declare it; et. 
but if you ate ſtrong in all Suits, there is , 
no Neceſſity of declaring your ſtrongeſt Suit. 

18. The Ace turned up on your right: 
hand, and that you have the Ten and Nine 
only. of Trumps, Why do you play the 
1 Chap. XI. Caſe 1. 1 

Why do you play from a King: Suit 
3 to a Queen Suit, having the like 
Number of each ? 

Anſ. Becauſe it is 2 to 1 that the Ace 

does not lye in your left hand Adverſary's 
Hand, 
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ands, and it is 5 to 4 if you lead from 
: Queen-ſuit, that the Ace or King lyes 
n his Hands, and that you loſe your Queen, 
* ſo play to a Diſad vantage. 
o. Why do you play from a Queen- 
Wuit wn ai to a Knavesſuit? Anſwer'd 
ale 1 
21. 8 you have the 4 beſt Catds of 
Pay Sit W do you throw away the 
peſt? 
Anſ. To let your Partner into the State 
if your Game, 
22. Your Partner's ſtrong Suit, How 
e you to make the moſt of it? 
| Chap, VI. has fix: 1 to demon- 
ein 
23. The Queen turn'd up on your right 
and, you have the Ace, Ten, and one 
Trump, or the King, Ten, and one Trum 
the right- hand Adverſary plays the Knave, 
Nuery, "How are you to play? 
Anſ. You are to pals it, by which you 
ave an equal Wager of gaining a Trick, | 
and cannot loſe by ſo doing. 
24. Four Cards are played out, and 
rumps are gone round twice, your Part- 
per not appearing to have an higher Trump 
han the 8, yet he has 3 Trumps, when he 
plays his third Trump, the next Hand puts 
dn the Knave, —_— being the King only 


in 


21 q? 
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or Queen? 


and if you reduce the Cards to 2 in Num 
ber, it then is 2 te 1 in your favour, h 


of the like Nature you ought to play i 


more: 7 


in the Adveifary' s Hands, you havin | 
the Ace and Queen of Trumps. | 
Query, Whether are you to play the Au 


Anſ. You are to play the Ace, becauil 
it is 9 to 8 that the laſt Player has the King 


playing the Ace, that the King falls; tht 
like Method may be taken in other Suit 
upon the like Occaſions, 


EXAMPLE. 
Let us ſuppoſe that you have only 


Cards remaining in your Hands of any Sul, 
viz, The -Queen and Ten, and let us ſup 


poſe the Knave and Nine of the fame Sully 
are in your Adverſary's Hands, when you © 
Partner leads that Suit, your right-hand Ad) 
verfary plays the Nine, and has 1 Card oni it, 
remaining. KK 

Query, Whether you ought 4 to play yo a 
Queen or Ten? 

Anſ You ought to play your Queen 
becauſe it is 2 to i that your left-hand Al A 
verſary has the Knave. And in all Caſe n. 


this Rule. 


I would know what is the Odds that ih 
Dealer at Whiſt holds four 8 0 


41 
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Au. That he holds 4 Trumps or more 
s 232 to 165, or about a. Guinea to 149. - 


io 
4 
. 


A0 11d. and almoſt a Farthing. 5 8 
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CHEAP. XVIII. 


In Explanation for the Uſe of Beginners, 
of ſome of the TERMs, or TECHNICAL 
WorDs made uſe of in this Treatiſe, 
EINE SS EXECS: 
M E ANS the endeavouring to gain an 
Advantage by Art and Skill, which 
onſiſts in this; when a Card is led and you 
have beſt and third beſt Card of that Suit, 
Jyou judge it beſt to put your third beſt 
Card upon that Lead and run the Riſk of 
your Adverſary's having the ſecond beſt of 
it, that if he has it not, which is 2 to 1 
Jagainſt him, vou are then ſure of gaining 


a Trick. | 
| FORCING. 


Means the obliging your Partner or your 
Adverſary to trump a Suit of which he has 
none. The Caſes mentioned in this Trea- 
tiſe will ſhew when it is proper to force ei- 
ther of them. 


LONG TRUMP. 


Means the having one or more Trumps 
in your Hand when all the reſt are out. 
* LOOSE 


you 


eel, 
Ad: 
"ale! 


y bf 


t tht 
8 0 


4 


in the fame Suit, Quart. major is therefore 


' Knave, in any Suit. 
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LOOQTE CARD. 
Means a Card in a Hand that is of ng 


Value, and conſequently the propereſt to 
throw away. | 1 


| POINT S. 

Ten of them make a Game, as many a 
are gained by Tricks or Honours, fo many 
Points are ſet up to the Score of the Game, 

i UART. 

In general is a Sequence of any four 

Cards immediately following one another 


a Sequence of Ace, King, Queen, and 


QUINT:. 

In general is. a Sequence of any five 

Cards immediately following one another, 

in the ſame Suit. Quint. major is therefore 

a Sequence of Ace, King, Queen, Knave, 
and Ten, in any Suit. 


„ EEE. 
Playing at any time the Rever/z, means 


only the playing your Hand in a different 


manner; that is to ſay, if you are ſtrong in 

Trumps you play one way, but if weak in 

Trumps you play the Reverſe, viz, another, 
S E E-S ATW 


Is when each Partner trumps a Suit, " 
they 
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they play thoſe Suits to one another to 


Itrump. 

COR £4 
Score of the Game, is the Number of 
Points ſet up, Ten of which makes a 


Game. = 

; T ENA CE. 

Having the Tenace in any Suit ſuppoſes 
the having the firſt and third beſt Cards, and 


10 


catch the Adverſary when that Suit is play'd: 
As for inſtance, in caſe you have the Ace 
and Queen of any Suit, and that your Ad- 
verſary leads that Suit, you muſt win thoſe 
wo Tricks; and ſo of any other Tenace in 
Inferior Cards. | 

TEA C4, 
ire In general is a Sequence of any three 


er, Cards immediately following one another 


ore in the ſame Suit. | 
ye, Terce-major is therefore a Sequence of 
Ace, King, and Queen, in any Suit. 
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C HA P. XIX. 


An Ax TITICIAL MEMORY, or an wh 

Method of «fſiſting the MEMORY of 

thoſe that play at the Game cf W a1sT, 
To which are added, HE 


Several Cas Es not hitherto publiſhed, 
5 ; 5 I, 

| Þ LACE of every Suit in your Hand, 
the worlt of it to the left-hand and 
the beſt (in Order) to the right, and the 
Trumps in the like Order, always to the 

left of all the other 18 EET: 
If in the Courſe of Play you find you 
have the beſt Card remaining of any Suit, 

put the ſame to the left of your Trumps. 

9 5 III. 

And if you find you have the ſecond 
beſt Card of any Suit to remember, place 
it on the right of 2 5 Trumps. 

| 2 


And if you have the third beſt Card of | 


any Suit to remember, place a ſmall Card of 

that Suit between the Trumps and that 

third beſt, to the right of the Trumps. | 
| v 


To remember your Partner's firſt Lead, 
place a ſmall Card of that Suit led in = 


— — — — 


— 
- 
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midſt of your Trumps, and if you have but 
one Trump, on the left of it. 

A \ * RET 

When you deal, put the Trump turned 
up to the right of ail your Trumps, and 
part with it as late as you can, that your 
Partner may know you have that Trump 
| left, and ſo play accordingly. 

. 

To find where, or in what Suit your Adver- 
| . 

Suppoſe the two Suits on your right-hand 
to repreſent your Adverſaries in the Order 
they fit, as to your right and left-hand ; . 

When you ſuſpect either of them to have 
made a Revoke in any Suit, clap a ſmall 
Card of that Suit amongſt the Cards repre- 
ſenting that Adverſary, by which means 
you record not only that there may have 
been a Revoke, but alſo which of them 
made it, and in what Suit. 

If the Suit that repreſents the Adverſary 
that made the Revoke, happens to be the 
Suit he revoked in, change that Suit for 
another, and as above, put a ſmall Card 
of the Suit revoked in, in the middle of 
that exchanged Suit, and if you have not 
a Card of that Suit, reverſe a Card of any 
Suit you have (except Diamonds) and place 
„„ I, 

TOY VIII. 
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VIII. 

As you have a way to remember your 
Partner's firſt Lead, you may alſo record in 
what Suit either of your Adverſaries made 
their firſt Lead, by putting the Suit in 
which they made that Lead, in the Place 
which in your Hand repreſents that A dver- 
ſary, as either of your right or left-hand; 
and if other Suits were already placed to re. 
preſent them, then exchange them for the 
Suits in which each of them makes his firſt 
Lead. | 

The foregoing Method is to be taken 
when you find it more neceſſary to record 
the Adverſary's firſt Lead, than to endea- 
vour to find out a Revoke. | 


9 | E H A P. XX. 
i} The Laws of the Game at Wy iT. | t 
x.JF any Perſon plays out of his Turn, it Ml c: 
is in the Option of either of his Ad- tt 
verſaries to call the Card fo played, at any MW © 
time in that Deal, provided it does not make o 
him revoke; or if either of the adverſe 8 
Party is to lead, he may deſire his Partner 
to name the Suit he chuſes to have him Ml fe 
lead, and when. a Suit is then named, the t! 
Partner muſt play it if he has it. b 
2. No Revoke to beclaim' d till the Trick P 
is s turked and quited, or the Party who re- 
TH e voked 


— 
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voked, or his Partner, have played again. 
3. If a Revoke happens to be made, the 
adverſe Party may add 3 to his Score, and 
the revoking Party, provided they are up, 
___ the Penalty, muſt remain 
: The Revoke takes Ho of any other | 
. re of the Game, 
4. If any Perſon calls at any Point of the 
Cone: except 8, either of the adverſe Par- 
ties may call a new Deal; and they are at 
liberty to conſult each other whether they 
will have a new Deal. 
5. After the Trump Card is Ga no Bo- 
dy ought to remind his Partner to call. 
6. If the Trump Card is ſeen, no Ho- 
nours in the preceeding Deal can be ſet 
up, unleſs they were before claimed. 95 
7. If any Perſon ſeparates a Card from 
the reſt, either of the adverſe Parties may 
it call it, provided he names it, and proves 
d- the Separation; but in caſe he calls a wrong 
ny Card, either of the adverſe Parties may 
ke once call the higheſt or loweſt Card | in any 
Suit led during that Deal. | 
8. Each Perſon ought to lay his Card be- 
fore him; after he has done ſo, if either of 
the adverſe Parties mix their Card with 
his, his Partner is intituled to demand each 
Perſon to lay his Card before him; but not 
to enquire who played any particular Card. 
9. If my Perſon revekes, and before the 
Cards 
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Cards are turned, diſcoversit, the adverſePar- 
ty may call either the higheſt or the loweſt 
Card of the Suit led, or have their Option to 
call the Card then played at any other time, 
when it does not cauſe a Revoke. 

10. If a Card in dealing is turned up, i 
is in the 57 of the adverſe Party to call 
aà new Deal, unleſs they or either of them, 
have been the Cauſe of turning up ſuch Card, 
in which Caſe the Dealer has the Option. 

11. If the Ace or any other Card of any 


Suit is led, and it ſhould ſo happen that the 


laſt Player plays out of his Turn, whether 
his Partner has any of the Suit led or not 
(p rovided you do notmake him revoke) he 
is Naotther: intituled to trump it, nor to win 
that Trick. 

12. If a Card is faced in the Pack, they 
muſt deal again, except is is the laſt Card 

13. None of the Players are ta take up, 

or look at their Cards, while any Perſon 
is dealing, and if the Dealer ſnould happen 
to miſs Deal, inthat Caſe he ſhall deal again, 
and if a Card is turned up in carne; no 
new Deal is to be called. 
14. When a Card is led, if one of the 


Adverſaries plays out of his Turn, his Part 


ner is not to win the Trick, if he can avoid 
it without revoking. 
15 Every Perſon ought to ſee that he 


has - 3 Cards dealt him; therefore, if any 
8 one 
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one ſhould happen to have only 12 Cards, 
and dees not find it out till ſeveral Tricks 
are played, and that the reſt of the Players 
have their right Numbers, the Deal ſtands 
good ; and alſo the Perſon who plays with 
12 Cards, is to be puniſhed with each Revoke 
in caſe he has made any; but if any of the 
reſt of the Players ſhould happen to have 
14 Cards, in that Caſe the Deal is void. 
16. If any Perſon throws his Cards upon 
the Table, with their Faces upwards, upon 
Suppoſition that he has loſt the Game, if 
his Partner does not give up the Game, the 
Adverſaries have it in their power to call any 
of thoſe Cards, when they think proper, pro- 
vided they do not make the Party revoke. 
17 A and B are Partners againſt C and 
D. A leads a Club, his Partner B plays 
q before the Adverſary C; in this Caſe D has 
* a right to play before his Partner C, becauſe 
bB played out of his Turn. 
18. If any Perſon is ſure of winning 
every Trick in his Hand, he may ſhew his 
Cards upon the Table, but ſhould it ſo hap- 


pen that he has any loſing Card in his Hand, 
the | heis then liable to have all his Cards called. 
art 19. No Perſon ought to aſk his Part- 
a ner whether he had played an Honour, 
701 while the Cards are playing. 9 
* 20. Aand Bare Partners againſt C and D. 


Aleads a Club, C plays a Spade, B plays the 
e King 


84 A /bort TRNTATISE on 

King of Clubs, and Dplaysa Club, C diſco- 

vers he has revokedbefore the Trick is turn'd, 
Query, What is the Penalty? 

B may take up his Card again, and ſo 
may D, and either A or B have it in their 
Option to oblige C to play the bigheſt or 
loweſt Card of the Suit led. 

21. If any Perſon calls at the Point of 
8, and his Partner anſwers, and both the 
oppoſite Parties have thrown up their 
Cards, and it appears that the other Side 
had not two by Honours, in this Caſe, they 
may conſult with one another about it, and 
are at Liberty to ſtand the Deal or not. 
22. And if any body anſwers, when he 

has not an Honour, the adverfe Party may 

conſult with one another about it, and are 
at liberty to ſtand the.Deal or not. 

23. No Perſon may take new Cards in 
the Middleof a Game, without the Conſent 
of all Parties. 

24. The Dealer ought to leave to view 
upon the Table his trump Card, till it is 
his Turn to play, and after he has mixed it 
with his other Cards, nobody isentituled to 
demand what Card is turned up, bur may 
ask what is Trumps z this Conſequence at- 
tends ſuch a Law, that the Dealer cannot 
name a wrong Card, which he other wiſe 
might have done. 


End f the © JAME of WHIST. 
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A Treatiſe on the GAM of 
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CHAP. I. 


WECAY SE a Learner may be at a 
loſs to know the Rank or Order of 
the Cards, when Trumps or not, the two 
tollowing Tables ſhew them, 


The Rank or Order of the Cards when not 


as Trumps. 

Clubs and Spades. Hearts and Diamonds. 
King, . 
Queen, Queen, 
Sue. © Knave, 

Seven, | Ace, 
„ Duce, : 
Five, Three, 
Four, 2 | | . Four, 
Three, | Five, 
—_— W 
| Seven, 


nall o. f a 
In all 10. 
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The Rank or Order of the Cards when 
Trumps. 
Clubs and Spades. Hearts and Diamonds, 


Spadille, the Ace of | Spadille, the Ace of 


Spades, | Spades, 
Manille, the Duce | Manille, % Sever 
of Spades or of | of Hearts or 9 


Clubs, Diamonds, 
Baſto, ihe Ace of | Baſto, the Ace of 


Clubs. A 
I Punto, the Ace o 
| Hearts or of Dia. 


3 monds. 
King, D - 
Queen, Queen, 
Knave, _ EKnave, 
Seven, | Duce, 
Five, „, 
Four, Five, 
Three, Six, 

II all 1 In all 12. 


You may obſerve by the foregoing Ti: 
bles, that Spadille and Baſto are alway 
Trumps, therefore the red Suits have one 
Trump more than the Black. 


There are three Matadores, viz. Spa- 


dille, Manille, and Baſto. | 
| Theretorc, 


= My rin © et 


B 
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Therefore, if an ordinary Trump is led, 
you are not obliged to play a Matadore 
upon it; but if Spadille is led, and you 
ſhould Manille or Baſto unguarded, you 
muſt play it; alſo if Manille is led, and 
you ſhould have Baſto unguarded, it muſt. 
be played. | 


The Order of the falſe Matadores. 
Clubs and Spades. Hearts and Diamonds. 
Manille, the Dauce | Manille, the Seven 


1 of Clubs or of | of Hearts or of 
—_ ed... | Diamonds. 
Baſto, the Ace of 


f | Baſto, the Ace of 


'S tubs 
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King, 
Queen, 
Knave, 
Seven, 
Six 
Five, 
Four, 
Three, 


Ta- 
way! 
one 


— * 


In all 10, Ina 13. .+ 


Lou ſee by the foregoing Table the Or- 
der or Rank of the falſe Matadores. 
1 8 We 


Spa- 
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We generally call them falſe Matadores, 
if we begin at Baſto and ſo proceed by 
Sequences to any Number. 


 ichobobrbob bob ob ech 
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1 „„ 

H E firſt thing to be done, after you 

have ſeen your Cards, is, to aſk 

Leave to paſs, or play, ſaus prendre; and 

if you name a wrong Trump, you muſt 
abide by it. * 


If all the Players paſs, he who has Spa- 
dille is obliged to play, but if he does not 
| make three — not beaſted, 

s | . 

The Player ought to have a fair Proba- 
bility of winning three Tricks when he calls 
a King to prevent = being beaſted. 


, 


Therefore we will fet down ſuch Games 
only, as give a fair Chance to win the 
Game by calling a King, with Directions 
at the End of each Caſe what Trump you 
are to lead. 


* 


Calculation. 


Game of QUADRILLE, 7 
Calculations neceſſary to be underſtood by 


thoſe who have made ſome 9 in 
the Game. , 


I would know what is the Odds that my 


Partner holds one Card out of any two 
Kain Cards? 


Anſwer, That he hold one Card out of 
any two certain Cards is about 5 to 4 in 
his favour. 

. 


I would alſo know what is the Odds that 


„ my Partner holds one Card out of any 
three certain Cards? 
ft 


Anſwer, That he holds one Card out 
ff any three certain Cards is — 5 to 2 
in his favour. 


An Explanation and Application of the fore- 
going Calculations. 


J. 
l That your "Pines holds one Card out 
of any two certain Cards. 

Suppoſe you ſhould hold one Matadore, 
it is by this Calculation evident, that it is 
5 to 4 in your favour that your Partner 
holds one of the other two, and conſequent- 
ly you may play your Game accordingly. 

Again, ſuppoſe you call a King, and 
having a Knave and one ſmall Card of a 
Suit in your Hand, by the foregoing Cal- 

A 4 culation, 


/ 
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culation, it is plain that you have g; to 4 in 
your favour, that your Partner holds either 
the King or Queen of that Suit, and con. 
ſequently you have the Odds in your fa- 
vour to win a Trick 1 in that Suit. 

That your Partner 7 WON one Card Oltt 
of any three certain Cards. 

Suppoſe you have no Matadore, bu 
with the Aſſiſtance of one of them you have 
great Odds of winning the Game; you 
may obſerve, by the foregoing Calculation, 
that it is about 5 to 2 that your Partner 
holds one of them, you having none. 

This Calculation may be applied to ma- 
ny other Caſes, very uſeful to the Player, 


WE Conti Red; whith may be played, 
= * calling a Kine. * 
J. 
Spadille, Manille, two ſmall Hearts ot 
Diamonds, the Queen of Clubs and one 
ſmall one, and four ſmall Cards of the 
other Suits. Lead a ſmall Trump. 
Spadille, Manille, two ſmall Hearts or 
Diamonds, with the Knave and two ſmall 
Clubs, and three ſmall Cards of the other 
Suits. Lead a ſmall Trump. 
HI. 
| Spadille, Manille, two ſmall Hearts or 
| | Diamonds, 


ll 
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Diamonds, three ſmall Clubs, and three 


ſmall Cards of the other Suits. Lead a 
ſmall Trump. hs N 


Spadille, Punto, King, Queen, and one 
ſmall Heart or Diamond, three ſmall 
Clubs, the Queen, and one Spade. Lead 


Punto. 
v. 


Spadille, Punto, King, Knave, and 
one ſmall Heart or Diamond, the Knave 
and two ſmall Clubs, and two ſmall 
Spades. Lead Punto. 

; - 

Spadille, King, Queen, Knave, and one 
ſmall Heart or Diamond, with the „ 
Knave, and one ſmall Club, and two ſmall 
7 Lead the wo of Trumps, 

Spadille, Three, Four, Five, ad Six of 
Hearts or Diamonds, King of Clubs and 
one more, Queen and two ſmall Spades; 
whether elder or any other Hand, when 
you have the Lead play a ſmall Trump, 
in the ſecond Lead play Spadille, 

VIII. 

Manille, Baſto, Punto, and two ſmall 
Hearts or Diamonds, three ſmall Clubs, 
and the Knave and one Spade, - Lead 


Manille. 55 
A 5 IX. 


1 
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IX. 


1 N. B. Manille, Baſto, King, and two | 
7 ſmall Hearts or Diamonds, Queen and D 
1 one ſmall Club, and three ſmall Spade, K 
| Lead Manille. = "I of 
I MN. B. Manille, Baſto, Queen, and two 
F ſmall Hearts or Diamonds, Queen and ir 
1 two ſmall Clubs, Knave, and one Spade. 8 
Lead Manille. | 8 
111 Manille, Baſto, with the three ſmalleſt ; 
143 Hearts or Diamonds, Queen and one ſmal Ml * 
one.” Club, Knave and two ſmall Spades. Play 8 
hl a ſmall Trump, 
17 0 | os XII. | 
N N. B. Manille, Punto, King, and twe f 
FT! ſmall Hearts or Diamonds, Queen, Knave, c 
and one ſmall Club, King and one ſmall 


Spade. Lead Manille. 
XIII. 
Manille, Punto, Queen and two ſmal 
Hearts or Diamonds, Queen and one ſmall 
Club, King and two ſmall Spades, Play 
a ſmall Trump, 
XIV, 


Manille, Punto, and three ſmall Hearts 
or Diamonds, Knave and one ſmall Club, 
King, Queen, and one ſmall Spade. Play 
a imall Trump, xv 


Wo 
nd 
ey, 


Wo 
nd 
de. 


elt 
all 
ay 


wo 
ye, 
all 


all 
all 


ay 


1 * 
b, 


ay 
. 
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XV. 
Manille, and the four ſmalleſt Hearts or 


Diamonds, Queen, and one ſmall Club, 


King, Queen, and one ſmall Spade. Play 
a ſmall Trump. „ 


N. B. Baſto, Punto, King, and two 
ſmall Hearts or Diamonds, King and 
Queen of Clubs, Queen, and two ſmall 
Spades: Lead Baſto. 

XVII. 
VN. B. Baſto, Punto, Queen, and two 
ſmall Hearts or Diamonds, Queen, Knave, 
and one ſmall Club, King and Queen of 
Spades. Lead Baſto. 
x AFM 
N. B. Baſto, Punto, and three of the 
ſmalleſt Hearts or Diamonds, King and 
Queen of Clubs, Queen, Knave, and one 
ſmall Spade. Play a ſmall Trump. 
EEE © , 
Baſto, and the four ſmalleſt Hearts or 
Diamonds, King and Queen of Clubs, 
Queen, Knave, and one ſmall Spade. 
Play a ſmall Trump. 
XX, : 

N. B. Punto, King, Queen, and two 
ſmall Hearts or Diamonds, King and 
Queen of Clubs, Queen, Knave, and one 
imall Spade. Lead Punto, be: | 


12 A fhort Treatiſe on the 
| | XXI. 

Punto, King, and three ſmall Hearts 
or Diamonds, King, and Queen of Clubs, 
Queen, Knave, and one ſmall Spade, 
Play a ſmall Trump. 

Yeu are to obſerve that thoſe Caſes 
which are mark'd thus, (N. B.) are very 
good Games to play, and that you have 
the Odds of your Side, to win thoſe which 
are not marked. 


bob boobeb: Lb vbokbbb fob doch 
CHAF HE 

* in Black which may be played, call. 
ing a King. 


3 I. 3 
ge ADILLE, Manille, and two ſmall 
Clubs or Spades, the Knave and two 
ſmall Hearts, and three ſmall Diamonds, 
Lead a ſmall Tong. 
175 I - 
'; FM 1 Spadille, Manille, and two ſmall 
Clubs or Spades, Queen, and two ſinall 
Hearts, three ſmall Diamonds. Lead 2 
ſmall Trump. _ 


Spadille, Manille, and two ſmall Clubs 
or ” 1-7 three ſmall Hearts, three ſmall 


Diamonds. Lead a ſmall Trump. 
. 


and 


uv Ta FF Mm 


MN. B. Spadille, King, Queen, and two 
ſmall Clubs . or Spaces, with the Quyeen | 
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and one ſmall Heart, three ſmall Dia- 
monds. Lead the King of Trumps, 
V 


Spadille, King, Knave, and two ſmall 1 [| 
Clubs, Queen and two Diamonds, two 
ſmall Hearts. * ſmall Trump. 
Spadille, Queen, and three ſmall Clubs 
or Spades, Queen, and two ſmall Hearts, 
two ſmall 2 Play a ſmall Trump. 
Spadille, and the four ſmalleſt Clubs or 
Spades, King and one ſmall Heart, Queen 
and two ſmall Diamonds. Play a ſmall 


F Trump. vin | | 


M.annille, Baſto, King, and two ſmall _ 
Clubs or Spades, three ſmall Hearts, and 
F two ſmall Diamonds. Lead Manille, 

85 „ 

Manille, Baſto, Queen, and two ſmall 
Clubs or Spades, three ſmall Hearts, Queen, 
and one ſmall Diamond. Lead Manille. 

Manille, Baſto, Knave, and two ſmall 
Clubs or Spades, Knave, and one Heart, 
| three ſmal] — Lead Manille. 

Manille, Baſto, and three ſmall Clulbks 
or Spades, Queen and two ſmall Hearts, 
Knave and one ſmall Diamond, Lead 
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XII. 

N. B. Manille, King, Queen, and two 
ſmall Clubs or Spades, King, and one 
ſmall Heart, Queen, Knave, and one 
ſmall Diamond. Lead Manille. 

— 

N. B. Manille, King, Knave, and two 
ſmall Clubs or Spades, King, and one 
ſmall Heart, Queen, and two ſmall Dia- 

monds. Lead Manille, 
XIV. 

Manille, King, and three ſmall Clubs « or 
Spades, Queen, and two ſmall Hearts, 
King, and one ſmall Diamond. "I A 
ſmall Trump. 

XV. 


* Spades, King,Queen, and one ſmall Heart, 

two ſmall W a ſmall Trump. 
V 

N. B. Baſto, King, Queen, and two 

mmall Clubs or Spades, Queen and two 

ſiſmall Hearts, King and one ſmall Dia- 

„ mond. Lead Baſto. 

XVII. 

N. B. Baſto, King, Knave, and two 

ſmall Clubs or Spades, Knave, and one 


Heart, King, and two ſmall Diamonds. 
Lead Baſto. 
XVIII. 


N. B. Baſto, King, and three ſmall 


Manille, and the four ſmalleſt Clubs or 


Clubs 


f = WF Y 
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Clubs or Sades, King and Queen of 
Hearts, Queen, and two ſmall Diamonds. 
Play a (mall ag | I” 


 Baſto, and four of the ſmalleſt Clubs or 
Spades, King and Queen of Hearts, 
Queen, Knave, and one ſmall Diamond, 
Play a ſmall T gy 


N. B. King, Queen, Knave, and two 
ſmall Clubs or Spades, King and Queen 
of Hearts, Knave, and two ſmall Dia- 
monds. Lead the King of Trumps. 

» - + | 

King, Queen, Seyen, Six, and Five of 
Clubs or Spades, King and Queen of 
Hearts, Queen, Knave, and one ſmall Di- 
mond. Lead the King of Trumps. | 
| You are to obſerve that thole Caſes | 
which are mark*d thus (N. B.) are very Þ| 
good Games to play, and you have the 
Odds of your ſide, to win thoſe which are 

not marked. 5 
N. B. You are to call to your ſtrongeſt 
Buits, except you have a Queen guarded. 
And, if you are elder Hand, yeu have a 
fairer Chance to vin the Game than 
if middle Hand, becauſe you have an Op- 
portunity of leading a Trump, which fre- 
quently makes your Adverſaries play a- 
gainſt each other. ; 


CHAP, | 
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— bb tb Lock ooo oh bo 
CH A P. TH 
' Caſes calculated, ſhewing the Players the e 
Odds of winning the 75 Games at 


Quadrille, ſans prendre; and alſo ſuch 
Games as ought not to be played fans 
prendre. 

GAM Es in Black, Elder Hand. 
. T HRE E 1 in Clubs, King 
| | and Six of Diamonds, King and Six 
of Hearts, King, Five and Six of Spades, 
Play Trumps to all the elder-hand Games, 

The above Game _ 27 to 4. 


Three Matadores and the Three of 
Clubs, King and Six of Diamonds, King 
and Six of Hearts, and two ſmall] Spades. 
The above Game wins 215 to 162, or 
abVobout 4 to 3. * 


Three Matadores, Three and Four of 
Clubs, King and Six of Diamonds, three 
ſmall Hearts. Wins 291 to 86, or above 


10 to g. 
IV. 


Three Matadores with the Three, Four, 
and Five of Clubs, two ſmall! Diamonds, 
and two ſmall Hearts, Wins near 10 


to I. 
\ 


K a % 
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v. 

Spadille, Manille, King, Knave, Three 
FP and Four of Clubs, two ſmall Diamonds, 
two ſmall Hearts. Wins 4895 to 3022, or 


< about 8 to 5. VI 
1 Spadille, Manille, King, Three, Four, 


and Five of Clubs, two ſmall Diamonds, 
two ſmall Hearts. Wins about 8 to 8. 
VII. 
g Spadille, Manille, King, Three, and 
Ix Four of Clubs, King and Six of Dia- 
8. monds, and three ſmall Hearts. Loſes 
$, 1514 to 1125, or about 4 to 3. 
VIII. 
| Spadille, Manille, Three, Four, Five, 
f Wl and Six of Clubs, two ſmall Diamonds,” 9 
g and two ſmall Hearts. Loſes 1514 to | 
S, 1125, Qr about 4 to 3. 
r 1 | 
Spadille, Manille, Three, Four, and Five 
of Clubs, King, and one ſmall Diamond, 
f and three ſmall Hearts. Loſes 2234 to 
e403, or about 11 to 2. 
8 Ns 
Three falſe Matadores and Three of 
Clubs, King and Six of Diamonds, King 
and Six of Hearts, King and Six of 
Spades. Wins 215 to 162, or about 4 to ED 
IX. 
Three falſe Matadores, Three and "= 4 
"M | 
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18 A ſhort Treatiſe on the 
of Clubs, King and Six of Diamonds, 
King, Six and Five of Hearts, Wins 291 
to 86, or above 10 to 3, 
* 

Three falſe Matadores, Three, Four, 
and Five of Clubs, King and Six of Dia- 
monds, two ſmall Hearts. Wins 1025 to 
106, or near 10 tO 1. | 
| XIII. 
Manille, Baſto, Queen, Three, Four 
and Five of Clubs, King and one ſmal] 
Diamond, two ſmall Hearts. Wins 4895 
to 3022, or above 8 to 5. "i 

XIV. 
Manille, Baſto, Knave, Three, Four 
and Five of Clubs, King and one ſmall 
Diamond, two ſmall Hearts. Loſes 4162 
to 3755, Or almoſt 10 to g. 

. XV. 
Spadille, Three, Four, Five, and Six 
of Clubs, King and one ſmall Diamond, 
King of Spades, King and one ſmall 
Heart. He muſt lead a ſmall Trump, and 
his Chance then for winning is 1749 to 
: 890, or near 2 to 1 for winning. 
MR. | 

Spadille, Three, Four, Five, Six, and 
Seven of Clubs, King and one Diamond, 
King of Spades and King of Hearts. 
Wins about 275 to 2. 


r 


CHAP. 


Game of QUADRILLE, 19 
bt bb doamcdk ob k/KJfb bbs ob 
GM ATP. YV; 

GAMES i Red, Elder Hand. 


T HREE Matadores in Hearts, King 
and one Diamond, King and one 
Spade, King and two Clubs. Wins 24 to 
11, or about 2 to 1. | 
II. | 
Three Matadores and Three of Hearts, 
King and one ſmall Diamond, King and 
Queen of Clubs, and two ſmall Spades; 
Wins 7010 to 1661, above 4 to 1; _ 
the Chance that his Kings and Queen pals, 
though he ſhould not fetch out all the 
Trumps, 5 = 
| UL. - 
Three Matadores and Three and Four 
of Hearts, King and one ſmall Club, and 
three Diamonds. Wins almoſt 4 to 3. 
IV. = 
Three Matadores, Three, Four, and 
Five of Hearts, two ſmall Diamonds, two UK 
ſmall Clubs. Wins 291 to 86, or above 


10 to 3. 
v 


Spadille, Manille, Punto, Queen, 
Three and Four of Hearts, two fmall Þ} 
Diamonds, and two ſmall Clubs, Loſes 


1706 to 1 or above 3 to 4 
7 339» 5 vi. 


1 and Six of Hearts, King and öne Club, 


10 A ſhort Treatiſe on the 
„ 

Spadille, Manille, Punto, Three, Foy 
and Five of Hearts, two ſmall Diamond, 
two ſmall Clubs. Loſes 1514, to 1125 
or above 4 to 3. 

VII. 


Spadille, Manille, King, Three, Fou 
and Five of Hearts, two ſmall Diamonds 
two ſmall Clubs. Loſes 0 to 99 0 

about 14 to 5. 


II. 

Spadille, Manille, Three, Four, Five, 

and Six of Hearts, two ſmall Diamonds, 

two ſmall Clubs. Loſes above 3 to 1. 
* 1 

Spadille, Manille, Three, Four, Five 


two mall Diamonds. Wins 1845 to 794 
or above 9 r 92 


Spadille, Manille, T'wo, Three, Four, 
Five, Six of Hearts, two ſmall Diamonds, 
one ſmall Club. Wins above 9 toi, nearer 
10 to 1. | ; 

XI. 


Four Matadores in Hearts, King a 
two ſmall Clubs, King and two ſmall 
Spades. Wins about 16 to 1. That he 
fetches out the Trumps is 7206 to 1465, 
near 5 to 1; beſides the Chance for his 
King's paſſing, though the Trump ſhould 
not fall, XII. 


Game of QUADRILLE, 21 


Our | XII. 
ds, Three falſe Matadores and Three of 
2 5, Hearts, King and one ſmall. Club, King 


and one Diamond, King, and one ſmall 
Spade. Loſes 5791 to 2880, or above 2 to 1. 
. 

Three falſe Matadores, Three and Fe our 
of Hearts, King and one Club, King and 
two Spades. Wins 215 to 162, or about 


4 (0 3. 

XIV. 

Three falſe Matadores, Three, Four, 
and Five of Hearts, King and one ſmall 
Club, two ſmall Spades. Wins 291 to 
| $6, or above 10 to 3. 1 
5 WY: 

4 ' Thice falſe Matadores with the Knave, 
the Three, Four, and Five of Hearts, one 
ſmall Diamond, two ſmall Spades. Wins 

Ir, 1025 to 106, near 10 to 1; but you are 

s, Wl to ſuppoſe the Lead is to come into your 


er Hand a ſecond time, without trumping 
vich a Matadore, 


| . 
1d Three falſe Matadoes with the Queen, 
II the Three, F our, and Five of Hearts, one 


1e ſmall Diamond, two ſmall Clubs. (As the 


5, former) wins near 10 to 1. 
18 XVII. 


d Manille, Baſto, King, Three, Four and 


. | N Five 
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22 A. ſhort Treatiſe on the 
Five of Hearts, King and one Diamond, 
two ſmall Clubs. Loſes 1514 to 1125, 0 


about 4 to 3. M 
Manille, Baſto, Queen, Three, Fou, b. 
and Five of Hearts; King and one Club, b 
two imall Spades. Loſes 278 to 99, ot c 
nr 30 : 1 
5 XIX. f 


Manille, Baſto, Three, Four, Five, and 
Six of Hearts, King and one Diamond, 
two ſmall Clubs, Loſes 2639 to 405 or 
about 6 to 1. 

XX. 


Spadille, Two, Three, Four, Five and 
Six of Hearts, King and one Diamond, f 
King of Spades, and the King of Clubs. 
That he fetches out three Trumps by 
playing Spadille, is above 4 to 1, and 
conſequently above 4 to 1 for winning. 

8 | — 
Spacdille, Three, Four, Five and Six of 

Hearts, King and one Diamond, King and 
one Spade, and the King of Clubs. 

That three ſure Tricks in Trumps lie 
againſt the Player is 1384 to 1255, and 

conſequently the Odds is againſt his win- 
ning the Game. 

If he plays the Game, he muſt begin 
with leading a ſmall Trump, for if he 
plays Spadille, he has no Chance at . 

: t 


Game of QUADRILLE, 23 

At his ſecond Lead he ought to play 
Spadille, having the faireſt Probability of 
winning the Game by that Method of Play. 
In all the Games of falſe Matadores, we 
have ſuppoſed the Player is not overruff d 
before it comes again into his Hand, 

N. B. If you ſhould have a Sans prendre 
Game, and it ſhould be 5j to 4 for win- 
ning it, you are to conſider that the callin 
a King makes it a ſure Game won, beſides 
the Chance of winning a Vole; and there- 
fore, upon a ſtrict Calculation, it is found 
to be more adviſeable to call a King in 
ſuch a Caſe. 1 | 

N. B. A good Player may play a 
weaker Game, either elder or younger 
Hand, than middle Hand. | 


dhetooooootchobebd obo be 
. 
LAWS at QUADRILLE. 
| "os 
W HO EVER names any Suit for 
Trumps, he muſt abide by it, tho? 
it ſhould happen to be his worſt Suit. 
II. 3 
If a Card happens to be faced in Dealing 
you muſt deal again, except it is the laſt 
Card, III. 
If you play with eleven Cards you are 
beaſted. N ; IV. 
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Card played may be called at any time in 
that Deal, provided he does not revoke ; or 


IV. 

If you play Sans n or have Ma. 
tadores, you are to demand them before 
the next Dealer has finiſhed his Deal, other. 
wiſe you loſe the Benefit of thgemm: 

Cs 

If any Body names his Trump without 
aſking Leave, he is obliged to play San; 
prendre, unleſs he is the younger Hand, 
and all the reſt bare: wy 

It any Body plays out of his Turn, * 


rel 
) 


the Adverſaries may demand the Partner 


of him, who played out of his Turn, or . 
his own Partner, to pay any _w_ he 
thinks Bt. | \ 
4 VII. PA 
After * Cane is won, if * Perſon 3 
who won the fixth Trick plays a ſeventh Wl 
Card, he is obliged * play for the Pole. 7 
| VIII. K 
If you have four Kings dealt you, you . 
are at Liberty either to call a Queen to 5 
one of your Kings, or to call one of your o, 
Kings; but you are not to call the Queen 
of Zruwps. 7 
Ix. h 
If any Body * a Card from 1 E 
re 
\ 


Game of QUADRILLE, 121 
reſt, he ought to play it, if the adverſe Par- 
ty has ſeen 1 it, unleſs he plays Sans prendre. 


If the King called, or his Partner plays 
out of his Turn, no Pole is to be played for. 
XI. 


No Perſon is. to be beaſted for a Re- 
ounce, unleſs the Trick is turned and 
uicted 3 and if any Perſon renounces, and 
tis diſcovered, if the Player ſhould hap- 
den to be beaſted by ſuch Renounce, all 
he Parties are to take up their Cards and 
lay them over again. 

XII. : 

If Spadille is forced to play, he is not 
bliged to make his three Tricks. | 

XIII. 4 
Whoe ver undertakes playing the Vole, 
15 the Preference of playing before him 
bo offers to play Sans prendre. | 
XIV. 
If all Parties agree to it, before you 1 
zin to play, let the Perſon have the Pre- 
erence of playing who plays for the moſt 
Tricks; which will prevent {mall Games 
rom being played. 


# 


XV. 
The Player is entitled to know who is his 
ng called, before he declares for the Yele. 
XVI. 
When ſix Tricks are won, he who 1 won 
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Adverſaries may call their Cards as the 


Vole ; or I do not play the Vole; or | 


the Stake played for out of the Pool. 


Play Sans prendre, in Preference to an 


ws A ſhort Treatiſe on the 
the ſixth Trick ought to ſay, I play th 


aſk — and nothing elſe, 
XVII. 
He who wins the Vole is to take doub} 


AVI. 
He who aſks leave (if elder Hand) my 


of the other Players. 
XIX. 

If you have one King only, you my 
call yourſelf, but muſt wm fix Tricks. 

XX. 

If you play the King ſurrendered, | 
muſt win fix Tricks who demands t 
King of any Body, 
XXI. 
He who has paſſed once, (unleſs he hy u 
Spadille, ) has no right to play after wird 
alſo, he who has aſked the Queſtion 5M 4 
obliged to play, unleſs ſome Body eric 
plays Sans prendre. ay: 

XXII. 

If the Player, or his Friend, ſhew thei 

Cards before they have won ſix Tricks, the 


pleaſe, ſpecifying each Card. 
XXIII. 


W hoever has aſked leave cannot pl 


XXIV. 


Sans prendre, unleſs he is forced. 


Game of QUADRILLE, 123 


. 
th You are at Liberty to look at the Tricks 
! hen you are to lead, but not otherwiſe. 
OD XXV. 
Whoever undertakes playing for the 


nl, 


e Stakes Sans prendre, and Matadores if 
has them, having won his Game. 


Ma) XXVI. 
i Forced Spadille cannot play for the Vole. 
I. 


If any Perſon diſcovers his Game, he 

not entitled to play the Vole. 
ä 

If there happen to be two Cards of the 

me ſort, and found out before the Deal is 


XXIX. 
No Body is to declare how many 
by rumps are played out, 
1 1 
n 


ricks, is to be beaſted alone, unleſs he 
ays forced Spadille. 


the) End of QUAD RILLE. 


ge, and does not ſucceed, has a Right to 


ded, the Deal is void; but not otherwiſe. 


He who plays, and does not make three 
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On the GAME of 


PIQUE T. 


Directing with Moral Certainty how to 8 ö 
card any Hand to Advantage, by ſnew- 
ing the Chances of taking in any one, 
two, three, four, or five certain Cards. 3 
COMPUTATIONS for thoſe who Bet their 
Money at the Game. 


Alſo the Laws of the Ganz. 


To which are added, 


Some RuLts and OBeENvATIONS for play ing well 
at CHESS. 
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On 5 GAME of 
PE U © 2 
ir ! 


General Ru LS for playing at 
PiQUET. 2 


655 Th; O V are to play by the Stages 
f N | . 
7-2) 0 of your Game; what is meant f 
>; * by them is, that when you are ; 


12 REY) backwards in the Game, or 7 
== behind your Adverſary, you a 
are to play a puſhing Game, otherwiſe you 
are to make twenty-ſeven Points elder 

and, and thirteen Points younger Hand 3 
and you are alwaysto compare your Game 


ith your Adverſary's, and diſcard ac- 
ordingly. 5 


128 A Treatiſe on PI ET. 
. ot 

You are to diſcard in expectation of lll a 
winning the Cards, which is ſo eſſential a Ml th 
Part of the Game, that it generaſly make v 
twenty-two or twenty three Points diff. i 
rence ; therefore you are not to diſcard fur 
low Quatorze, ſuch as three Queens, three 
Knaves, or three Tens, becauſe in any ot 
theſe Caſes, the Odds are three to one, el 
der-hand, that you do not ſucceed, and 
ſeventeen to three younger Hand; for let 
us ſuppoſe you ſhould go for a Quatorz: 
of Queens, Knaves or Tens, and throy 
out an Ace or a King, by ſo doing you 
run the Riſk of loſing above twenty 
Points in expectation of winning fourteen 
Points. | : 
Hl. | 


At the beginning of a Party you are to b 
play to make your Game, which is twenty- Ml ® 
ſeven Points elder Hand, and thirteen r 
Points younger Hand: therefore ſuppoſe t 
you are elder Hand, and that you havea Ml 
Terce-major and the Seven of any Suit, it 
is five to two but that you take in one Citd 
out of any four certain Cards; therefore 
ſuppoſe you ſhould have three Queens, 
three Knaves, or three Tens, you are in 
this caſe ro diſcard one of them preferably 
to the Seven of fuch a Suit, becauſe it is 
three to one that you do not take in any 

one 


. - ©, =» 
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one certain Card elder Hand to make you 


of Wl a 24atorze, and conſequently you diſcard - 


the Seven of ſuch a Suit to a great Diſad- 
vantage. 
3 CE 
If your Adverſary is greatly before you 
in the Game, the Confideration of winning 


Queſtion : therefore ſuppoſe you ſhould 
have a Quart to a Queen, or a Quart to a 
Knave z in which Caſe it is only about five 
to four, being elder Hand, but that you take 
in a Card to make you a Quint, and about 
three to one but that you take in a Queen, 
a Knave, or Ten, and ſhould you have 
three of either dealt you, it is good play 
to make a Puſh for the Game, particular- 
ly if it is ſo far advanced as to give you 
to but little Chance for it in another Deal; 
ty- WW and in this, and other Cafes, you may have 


en Ml recourſe to the Calculations aſcertaining 
ole the Odds. 


V. 55 
To gain the Point, generally makes 


diſcard, you muſt endeavour to gain it, 
but not riſk the loſing of the Cards by ſo 
doing. | 
. 85 
The faving of your Lurch, or the lur- 
ching of your Adverſary, is ſo material, 
G5 that 


the Cards muſt be put quite out of the 


ten Points difference ; therefore when you 


— 


130 A Treatiſe on PrQuer. 
that you ought always to riſk ſome Point 
to accompliſh either of them, 
„ | 
If you have fix Tricks with any win- 
ning Card in your Hand, never fail play. 
ing that Card, becauſe at leaſt you play e. 
leven Points to one againſt yourſelf by ſo 
doing, unleſs in Play you diſcover what 
Cards your Adverſary has laid out. 
„„ 1 5 
If you are greatly advanced in the Game, 
as ſuppoſe you are eighty to fifty, in that 
Caſe it is your Intereſt to let your Adver- 
ſary gain two Points for your one as often 
as you can, eſpecially if the next Deal you 
are to be elder Hand; but if on the con- 
trary, you are to be younger Hand, and 
are eighty-ſix to fifty or ſixty, never regard 
the loſing two or three Points for the gain- 
ing of one ; becauſe that Point brings you 
within your Shew, _ 


The younger Hand is to play upon 
the Defenſive ; therefore, in order to make 
his thirteen Points, he is to carry Terces, 
9yarts, and eſpecially to ſtrive for the 
Point: but ſuppoſe him to have two Ter. 
ces from a King, Queen, or Knave, as i 
is twenty-nine to twenty-eight that he ſuc- 
ceeds, he having in that Caſe four certain 
Cards to take in to make him a Roar to 

eltheſ 
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ther of them, and, perhaps, thereby ſave 
\ Pique, &c. he-ought preferably to go for 
hat which he has the moſt Chance to ſuc- 
ed in: But if inſtead of this Method of 
play, he has three Queens, Knaves, or 
[ens, and ſhould attempt to carry any of 
hem preferably to the others, the Odds 
that he does not ſucceed being ſeventeen to 
iee againſt him, he conſequently diſcards 
to a great 8 


ne | 

hall The elder or younger Hand, nt 
er- Numes to ſink one of his Point, a Terce, or 
ten {ſthree Kings, Queens, Knaves, or Tens, 
you in hopes of winning the Cards; but that 
on- is to be done with Judgment, and with- 


out heſitating. Xl. 

ard It is often good Play for a younger 

ain: Hand not to call three Queens, Knaves, 

yon Cc. and to fink one Card of his Point, 
which his Adverſary may ſuppoſe to be 
a Guard to a King or Queen. 

pon | XII, 

ak The younger Hand having the Cards 

cen equally dealt him, is not to take in any 

the Card if thereby he runs the Riſk of loſing 

Ter-. them, unlefs he is very backward in the 

sit Game, and has then a Scheme for a great 

ſuc- MF} Game. XIII. 

tain If the younger Hand has a Probability 

to of * or winning the Cards by a deep 

her G6 Diſcard : 


132 A Treatiſe on. PIC ET. 
Diſcard: As for Example; Suppoſe he 
ſhould have the King, Queen, and Nine 
of a Suit, or the King, Knave, and Nine 
of a Suit; in this Caſe he may diſcard either 
of thoſe Suits, with a moral Certainty of 
not being attacked in them, and the Odds 
that he does not take in the Ace of either 
of thoſe Suits being againſt him, it is not 
worth his while to diſcard otherwiſe in ex- 
pectation of ſucceeding. 

XIV. 

The younger Hand having three Aces 
dealt him, it is generally his beſt play to 
throw out the fourth Suit. 

KV. - ] 

The younger Hand is generally to carry 
Guards to his Queen-Suits, in order toe 
make Points, and to fave the Cards. 

XVI. | 

When the younger Hand obſerves that 
the elder Hand, by calling his Point, has 
five Cards which will make five Tricks 
in play, and may have the Ace and Queen 
of another Suit, he ſhould throw away the 
Guard to that King, eſpecially if he has put 
out one of that Suit, which will give him 
an even Chance of ſaving the Cards. 

XVII. 0 

If the elder Hand has a Quart to a King 

dealt him, with three Kings and three 


Queens, | 


ww — 82 — 


&& 


Queens, (including the King to his art) 
and that he 1s obliged to diicard, either one 


of his Quart to the King, or to diſcard a 


King or Queen. 


Query. Which is beſt for him to difcard? 


Anſwer, The Chance for taking in the 


Ace or Nine to his Quart to a King, being, 
one out of two certain Cards, is exactly e- 


qual to the taking eithera King or a Queen, 
having three of each dealt him ; thercfore 
he is to diſcard in ſuch a manner as gives 
him the faireſt Probability of vun. the 
Cards. 

The foregoing Caſe may be 2 general 
Direction to diſcard in all Caſes of the 
like Nature, either for the elder or young- 


er Hand. 
XVIII. 


Suppoſe the elder Hand has taken in 


his five Cards, and that he has the Ace, 
King, and Knave of a Suit, having diſ- 
carded two of that Suit: He has alſo the 
Ace, King, Knave, and two ſmall Cards 
of another Suit, but no winning Cards in 
the other Suits, 

Query. Which of theſe Suits is be to 
play from, in order to have the faireſt 
Chance of winning, or ſaving the Cards? 


Anſcwer. He is always to play from the 


Suit of which he has the feweſt in Num- 
ber; becauſe, if he finds his Adverſary 


guarded 
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guarded there, the Probability is in his Fa. 


vour that he is unguarded in the other C 
Suit; and ſhould he play from the Suit off 
which he has the moſt in Number, and y' 
finds his Adverſary's Queen guarded, in Ml rc 
that Caſe he has no Chance to ſave or win ll 
the Cards. E 
; XIX. tl 
If the elder Hand is ſure to make the C 
Cards equal, by playing of them in any Wl C 
particular Manner, and is advanced before 
his Adverſary in the Game, he is not to 
riſk the loſing of them; but if his Ad- 
verſary is greatly before him, in that caſe ll 
it is his Intereſt to riſk the loſing of the I. 
Cards, in Expectation of winning of them e 


Socbobo dodbobocbols Mee kk ( 
CHAT EI - = 
Particular RuLEs and CASES. 

I. 
QUPPOSE you are elder Hand, and 
that you have dealt you a Qart- ma- 
jor, with the Seven and Eight of Clubs, 
the King and Ten of Diamonds, the King 
and Nine of Hearts, with the Ten and 
Nine of Spades. 
Query. Whether you are to leave a Card, 
by carrying the Quart major and two 
more of the ſame Suit for the Point, with 
two 
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two other Kings; or to throw out one 
Card of your Point? | 
Anſwer, If you throw out one Card of 
pour Point, there is a poſſibility that you 
n WM reckon only five Points, and that your 
n Adverſary may win the Cards, by which 
Event he gets eleven Points, beſides. his 
three Aces, @c. which gives you a bad 
e Chance for the Game: But by leaving a 
y WW Card, and admitting that one Card of 
re Conſequence lies in the five Cards which 
o you are intitled to take in, it follows, that 
you have four Chances to one againſt lea- 
ving that Card, and conſequently it is your 
[ntereſt to leave a Card; the Odds are alſo 
greatly in your Favour, that you take in 
ſome one of the following Cards in four 
Cards, viz. there are two to your Point, 
three Aces, and one 8 

IL 5 
If you ſhould happen to have the Ace, 
King, and four ſmall Cards of any Suit, 
nd with two other Kings, and no great Suits 
4- Wl againſt you, the like Method of the former 

Caſe may be practiſed. 
„ „ 
nd Suppoſe you ſhould have the King, 

Queen, and four of the ſmalleſt Clubs, the 
d, WW King and Queen of Diamonds, the Ace 
WO and Knave of Hearts, and the King and 
Nine of Spades. 


” &x 


py | 


Query, 
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Query. How are you to difcard, with x 
Probability of making the moſt Points? 
Anſwer, You are to throw out the 
Queen and four ſmall Clubs, and to carr 
three entire Suits, with the King of Clubs, 
for this Reaſon, becauſe the Chance for 
your taking in the fourth King, is ex. 
actly the ſame as the Chance of taking in 
the Ace of Clubs; in either of which Ca. 
ſes it is three to one againſt you: But if 
you fail of taking in the fourth King, by 
diſcarding thus, you have a fair Chance 
to win the Cards, which will probably make 
twenty-two Points Difference. But ſhould 
you diſcard with an Expectation of taking 
in the Ace of Clubs, and ſhould happen 
to fail, you being obliged to throw out 
ſome of your great Cards, you would have 
a very diſtant Chance of either ſaving or 
winning the Cards. 


Cc DB e ©-B © nw 
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IV. 

Suppoſe you ſhould have the King and 
Queen of Clubs, a Terce-major in Dia- 
monds, Queen and Knave of Hearts, and 
a Quint from the Knave in Spades. 

Query. How are you to diſcard witha 
Probability of making the moſt Points? 
Anſwer. Lou are to throw out the Quin. 
to a Knave in Spades, in order to make 
the moſt Points; becauſe, let us admit 
that your Quint is good for every 9 

1 after 
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after you have taken in, you imthat Caſe 
only ſcore nineteen Points, if you carry it, 
and you probably give the Cards up, and 
alſo the Chance of a Quatorze of Queens, 
beſides a great Number of Points in play; 
and conſequently, by carrying the Quint, 
you would diſcard to a great Diſadvantage, 


Suppoſe you have the King, Queen, 
Seven, Eight, ana Nine of Clubs; the 
Queen and Knave of Diamonds; the 
Queen, Ten, and Nine of Hearts, with the 
Ace and Nine of Spades. ae 

Query. How are you to diſcard ? 

Anſwer. You are to diſcard the King, 
Seven, Eight, and Nine of Clubs, and the. 
Nine of Spades, by which means you do 
not only go for three Suits, but you have 
the ſame Chance-for taking in the fourth 
Queen as you would have to take in the 
Ace of Clubs: Beſides, the Probability of 
winning the Cards is greatly in your Fa- 
vour by this Method of diſcarding. _ 

| | VI. 

Suppoſe you have the Queen, Ten, 
Nine, Eight, and Seven ef Clubs ; the 
Knaveand Ten of Diamonds; the King, 
Que, and Knave of Hearts, with the 
A-e and Nine of Spades. 

Query, How are you to diſcard ? 
Anſwer, You are to diſcard the five 
a | Clubs; 


. 
4 * 
l 
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Clubs; becauſe it is three to one that you 
do not take in the Knave of Clubs, and the Q 
carrying three entire Suits givesyou a fairer 
Chance to ſcore more Pointe. Fe 
5 VII. 5 
Suppoſe you have the Ace, Queen, and 
Knave of Clubs; the King, Queen, and 
Knave of Diamonds; the Queen and 
Knave of Hearts, with the Ten, Nine, 
Eight, and. Seven of Spades. 
Query. How are you to diſcard? 

- Anſwer, You are to diſcard the Ace of 
Clubs and the four Spades, becauſe it is 
only five to four but that you take in a 
Queen or a Knave: It is alſo about three 
to two that you take in an Ace: You have 
alſo three Cards to your Terce to a King 
to take in, viz. the Ace and Ten, or the Mz 
Ten and Nine, to make you a Quint; all WT 
which Circumſtances conſidered, you have 
a a fair Probability of making a great Game; lc: 
whereas if you ſhould leave a Card, by b. 
throwing out the four Spades only, you Mp 
run the Riſk of leaving one of the follow- 
ing Cards, viz. the King of Clubs, the Q 
Ace of Diamonds, the Ace, Queen, or Wc; 
Knave of Spades; in any of which Caſes P 
you would probably loſe more Points WW x; 
than by throwing out the Ace of Clubs; IC 
and if you ſhould carry two Suits, viz. Im 

4 | three NK 
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three Clubs, three Dia monds, and the 
Queen of Hearts, you run the Riſk of put - 
ting out. fourteen Points; and it is only 
five to four againſt your taking in a Queen 
or a Knave, and therefore you would diſ- 
card to a great Diſadvantage. PIE 

"| "TR I 

Suppoſe you have the King, Queen, and 
Ten of a Suit, and that your Adverſary 
has the Ace, Knave, and one ſmall Card 
of that Suit; and that you have only thoſe 
three Cards left, and you are to make three 
Points of them. | 

Query. What Cards are you to play? 

_ Anſwer, You are to play the Ten. | 


Suppoſe you havethe Ace, Queen, Ten, 


md Nine of Clubs; alſo the King, Queen, 


Ten, and Nine of Diamonds. 5 

Query. Which of theſe Suits are you to 
carry, in order to have the faireſt Proba- 
bility of ſcoring the greateſt Number of 
Point? | EE 

Anſwer. You are to carry the King, 
Queen, Ten, and Nine of Diamonds, be- 
cauſe the Chance of taking in the Ace of 
Diamonds is exactly equal to that of ta- 
king in the King of Clubs; and alſo the 


Chance of taking in the Knave of Dia- 


monds is equal to that of taking in the 


Knave of Clubs by which manner of diſ- 


carding. 


Adverſary. 


Scven, Eight, and Nine of Diamonds, 
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carding, you have a Probability of ſcoring 


fiſteen Points for your Quint in Diamonds t 


inſtead of four Points for the Quart the Nc 
Clubs, and the Chance for winning in MI C 
Cards is better, becauſe by taking in tl 
Ace of Diamonds you have ſeven Tricks 
certain, which cannot happen by taking 
in the King of 9 . 
Suppoſe you have four Aces, and two 
Kings dealt you younger Hand, in order 
to capot the elder Hand, you are to make 
a deep Diſcard, ſuch as the Queen, Ten, 
and Eight of a Suit; by which means, if 
you happen not to take in any Card to 
ſuch Suit, you may probably capot the 
XI. 
Suppoſe, elder Hand, that you have the 
Ace, Queen, Seven, Eight, and Nine of 
Clubs; alſo the Ace, Knave, Seven, Eight, 
and Nine of Diamonds. | 
Query. Which Suit are you to carry, 
in order to make the moſt Points? 
 Anſwer.Youare to carry the Ace, Knave, 


— 0 


becauſe the taking in the King of Dis 
monds is equal to the taking in of the 
King of Clubs, and conſequently as good 
for winning the Cards; but you have the 
Chance of taking in the Ten of Diamonds 

| {0 
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to make you fifteen Points, which Event 

cannot happen by taking in any one certain 

Card in Clubs. | a 
| XII. | 


Suppoſe, elder Hand, that you have 
the Ace, Queen, Seven, Eight, and Ten 
of Clubs; alſo the Ace, Knave, Seven, 
Eight, and Ten of Diamonds. | 
Query. Which Suit is beſt to carry? 


7 
þ Anſwer. You are to carry the Ace, 
„e Knave, Seven, Eight, and Ten of Dia- 
n, monds, becauſe the Chance of taking in 
it the King of Diamonds is equal to the 
to Chance of taking in the King of Clubs, 
he and conſequently as good for winning the 
Cards; but you have an additional 
Chance of taking. in the Nine of Dia- 
the W monds to make you fifteen Points, which 
of Event cannot happen by taking in any one 
rhe, certain Card in Clubs. | 
; . FT. 
ry, Suppoſe you have the Ace, Queen, Ten, 
and two more of a Suit; alſo the Ace, 
ave, Queen, and Ten of another Suit only. 
ads, And let us ſuppoſe, that your Adverſary 
Dia- has ſhewn ſix Cards for hs Point; ſuppoſe 
the MW fie Ace, Queen, and four ſmall ones, and 
ood FW ſuppoſe you are guarded in that Suit; as 


the foon as you have the Lead, you are to 
nds Il Play from the Suit of which you have the 
to feweſt in Number, becauſe if he is guard- 
ed 
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ed in that Suit, he is probably unguarded 
in the other Suit; but ſhould you begin 
with the Suit of which you have the moſt in 
Number, if he happens to be guarded there, 
you have then no Chance to win the Cards, 
which may prove otherwiſe, if you begin 
with the Suit of which you have the few. 
eſt in Number. If he is guarded in both 
Suits, you have no Chance to win the 
Cards. 
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CH AP. III. 


Some Computations, directing with moral 
Certainty how to diſcard well any 
Hand. | gl 


HE Chance of an elder Hand's taking 

one certain Card is 3 to 1 againſl him. 

That of his taking two certain Cards is 
18 to x againſt him. 

1 8 III. | 

I would know what are the Odds that 
an elder Hand takes in four Aces? 

Anſwer. That he takes _ him, for him 


in 4 Ass is $96 T0. 1 
At leaſt 3 of them is about 33 to 
2 of them q 0 
1 of them - "i 00 


5 
IV, 
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IV. 

If an elder Hand has one Ace dealt him, 
what are the Odds that he takes in the o- 
ther three? 

Anſwer. That he takes ) again him, for him 
in the 3 Aces c 243” 8 
At leaſt 2 of them about 6 to 1 

1 of them 2 RY 

V. 5 

If an elder Hand has two Aces dealt 
kim, what are the Odds that he takes 1 in 
the other two? 

Anſwer. That he takes againſt him. for him 
in the other 2 Aces is - 5 | 18 to i 


ye 


[> 


y At leaſt 1 of them is 
near 5 to 4 againſt him, 21  @- 
or 5 
1 VI. 
n. In caſe the elder Hand has two Aces and 
two Kings dealt him, what are the Odds 
is chat he takes in either the two Aces or 
two Kings remaining, ? 
3 . againſt him. for him 
owe Anſwer. It is about 17 to 2 
VII. 
bim Elder Hand having neither Ace nor 
bing dealt him, what is his Chance to 
take in both an Ace and a King in 2, 3, 
14. or 5 Cards? 
1 againſt him, for him 
5 Anſwer, In 2 Cards is about 11 to 1 


In 
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wy 3 i In 3 Cards 6 ©. 1 

13 | la 4 Cards 9 to 5 

1 In 5 Cards F 
VIII. 


1 What are the Odds that a younger 
Hand takes in two certain Cards? 
againſt him. for him 
— =, £« 62- to 1 
W hat are the Odds that a younger 
Hand takes in three certain Cards? 
#1 againſt him, , for hin 
„/ - 19 © 4 
IX. | 10 
The younger Hand having no Ace 
dealt him, what Chance has he for his ta- 
king one? 


: againſt him, for hin 
Anſcwer. It is 5 — 28 to 29 
If the younger Hand has one Ace deal 
him, what are the Odds of his taking in 
one or two of the three remaining Aces! 
Anſwwer. That he takes q againſt him, for hin 
in two of them is about F 2x- $0 3 
At leaft one of them 0 
. | A -- 
What are the Odds, that the younge! 
Hand takes in one certain Card? 
Anſwer. That he does J acainft him. for bin 
not take it in, is 3 27 to 
What is the Odds of a Quart-Blanch! 
| fy fever | - againſt * In 9 
Anſwer, - . 1 0 
F 
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CHAP. IV. 

1 EXPLANATION and APPLICA- 
TION of the foregoing Carcura- 
TIONS, | 


be 
s by the firſt Calculation it is three to 
one, that being elder Hand, you do 
ot take in one certain Card; you 1 55 
erefore, a better Chance of advancing 
our Game, by carrying two Suits for 
> Points and the Cards, than by aiming at 
a. Matorze of ö or Tens. 
b Second Calculation; to, take in two 
29 {Wſrtain Cards elder Hand, is eighteen to 
ne againſt you. 5 
al Therefore ſuppoſe you have a Quart. 
in Najor, and two other Aces dealt you, the 
dds that you do not take in the Ten to 
bin pur 2yart-major, and the other Ace, is 
teen to one againſt you; but that you. 
1 in one of them, is only twenty-one to 
venteen againſt you. And ſuppoſe you 
1get Ne three Aces and three Kings dealt you, 
e Odds are eighteen to one againſt you, 
or bi king in the other Ace and the other 
ig; yet it is not much above five to 
ch? Nur but that you take in one of them. 
iy * e 
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This Example ſhews, how you are to dif- 
card in Caſes of the 15 Nature. 

| 22 Fry tas 
The Odds in taking in four-certain 
Cards, as four Aces, Sc. being nine hun. 
dred and ſixty- eight to one by the third 
Calculation, is fa great a Chance of not 
ſucceeding, that it is ſcarce worth further 
Notice, 0 
But to take in three Cards out of any 
four certain Cards, elder Hand, is only 
thirty-three to one againſt you, 
1 Ex AM pP I. E. 
Suppoſe you have two Aces and two 
Kings dealt you, the Odds of taking three 
of them out of four certain Cards, ſuch 
as two Kings aud one Ace, or two Aces 
and a King, are only thirty-three to one 
againſt you. rh : 

But ſuppoſe you ſhould want to take 
in any two out of four certain Cards, ſuch 
as the Queen of Clubs, the Ten of Dia. 
monds, the Ace of Spades, and Knave ol 
Hearts, being elder Hand, it appears by 
the Calculation to be three to ore againſt 
vou; and the Odds are the ſame for any 
two out of four certain Cards. | 

But if, being elder Hand, you only 
want one Card out of four, the Odds are 
five to two in your Favour, that you take 
it in. Therefore, if you. have four Tens, 

| | or 
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or any inferior Quatorze dealt you, and 
no Ace, it is great Odds in your Favour 

W that, being elder Hand, you take in one 
Ace, and ought to play your Game accord- 
| ingly. But you muſt always confider the 
Diſadvantage either of lofing the Cards, or 
een the Riſk of a Capor, which you run 
Ie Hazard of, by ſpoiling your Hand, 
with keeping four Tens when they are 
J 00d; : 
not good. By 
5 IV. 


By the fourth Calculation; if you have 
* dne Ace dealt you, it is one hundred and 
A birteen to one, that you do not take in 
he three others; forty-nice to eight, or 
ces bout ſix to one, that you do not take in 
ne o out of the three; bur that you take 

In one out of the three, is about three to 

wo in your Favour, or one hundred and 
uch airty- ſeven to ninety-one. | 
Ji As for Ex ATL EI. 
* You have a Quart from a King, and 
565 Kings more dealt you, as it is three 
\inkt p. two that you take in either Ace or 

ine to your Quart to the King, or the 
durth King, as you have the Chance of 


only eck ning tourteen or fifteen Points by this 

s are lethod of diſcarding: You ought to play 

take ccordingly, and this Method ſhews you . 
o to play any Hand of the like Sort. 


But if you ſhould diſcard, with an Ex- 
H 2 Peclation 


993 
10 
, 
"IN 
T7 * 
. 1'$ 
. 
1 
31% 
8 
io 3 
"2 
WH 
tu 
8) 
; 1 
| 


. Treatiſe on PIQUET. 


pectation of taking in two Cards out of 


three certain Cards, the Odds againſt ſuch 


an Event being above fix to one; your 


Game mult indeed be very deſperate, if 


you attempt to diſcard to that Purpoſe, 
The Chance of taking in three certain 
Cards being one hundred and thirteen to 


one, is a very diſtant Chance, yet even 


ſuch does happen ſometimes, but ought 
never to be ventured upon, but when a 


Man has no other Reſource in the Game. 


V. 


The fifth Cab n is, that if you 
have two Aces dealt you, it is eighteen 


to one- that you do not take in the two 
other Aces ; but only ſeventeen to twenty- 
one that you take in one of them: Let us 


illuſtrate the uſe of this by an Example; 


ſuppoſe you have a 2uart-major dealt you, 
and a Quart to a King, and that you are 
greatly behind your Adverſary in the 
Game: To take in the Ten to your 


Quart-major is three to one againſt you; 


but to take in the Ace or Nine to your 
Quart to the King, is only about five to 
four againſt you. 

Alſo, by the ſame Rule, ſoppole you 
have three Kings and three Queens dealt 
you, the Odds of your taking in both a 


King and a Queen are eighteen to one 


againſt 
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againſt you; but that of your taking one 
of them, js only five to four againſt you. 


All other Ciſes of the! ke Nature may 
ve diſcarded by this Method of Calcula- 


f tion. 

of , f VI. 

n As, by the ſixth Calculation, it is ſeven- 
0 Wi teen to two that you do not take in two 
f certain Cards out of four, ſuch as two 


Kings, two Queens, Cc. You muſt not, 
therefore, confound this with the third Cal- 
culation, where the Odds are not above 
three to one that you take in two Cards 
out of the four. F 

VII 


Having neither an Ace nor a King 
dealt you, what are the Odds of your tak- 
ing in both an Ace and a King 1 in ro, in 
three, in four, or in five Cards? 


Anfwer, To take in an Ace and a King. 
againſt you. for you 


In 2 Cards is about 11 
In 3 Cards N 
In 1 > £14 4 


In 5 Cards 33 to 31 
You may obſerve, by the foregoing Cal- 


two, three, four, or five Cards out of any 
eight certan ,Cards, and conſequently dil- 


card to the greateſt Advantage, 
H 3. The 


culation, what are the Odds of taking in 
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Ihe foregoing Calculation is either for 
the, elder, or younger Hand. 
EXAMPLE. 

Let us fuppoſe the younger Hand to 
have two Quatorze againſt him, he may 
obſerve, that it is not above four to One 
but that he takes in one of each of them, 
The like Rule may ſerve for any other 

eight certain Cards. 1 
| „ 

As by the eighth Calculation it is ſixty. 
two to one that the younger Hand doe 
not take in two certain Cards, which 
Event happening, he ought not therefor 
to run the Hazard of ſo great a Chance, 
but when his Game is deſperate, and doe 

_ Dot promiſe him another Deal. 
IX. 8 
By the ninth Calculation, as it is twenty- 
nine to twenty-eight that the younger 
Hard takes in one Ace, having none deal 
him: The Calculation is the ſame for any 
Card out of four certain Cards, 
As for EXAMPLE. 
| Suppoſe you have two 2uarts dealt 
you from the King or Queen of any Suit, 
it is the ſame Odds of twenty-nine t0 
twenty-eight, but that you take in a Card 
to make one of them a Quint, and there 
fore you are to diſcard accordingly. - 
As alſo, that you take in 9 
| | | ing 


or 


King, Queen, Knave,. of any one Suit, 


for Example, let us ſuppoſe, that as it is 


fave a Pique, or a Repiqur, it would gene- 


throw one from bs Point, or diſcard 


taking in any one certain Card: z therefore, 


winning or ſaving. the Cards is riſked 'by 
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when a Pique or a e is againſt 
ou. 
: 

7 hs Tenth Calculation is, that if the 
younger Hand has one Ace dealt him, it 
is twenty-one to one that he does not take 
in two Aces, and about three to two that 
he does not take in one of them; which 
Calculation holds good in the taking in 
any three other certain Cards. Therefore, 


but three to two againſt the younger 
Hand's taking one Card out of three to 


rally be reckoned good Play either to 


a King, Sc. for the Event of ſuch a 
Chance. | 
=: 3 


By the eleventh Calculation it is feven- 
teen to three, younger Hand, againſt your 


the Odds of not ſucceeding” in this Caſe 


are ſo greatly 1 5 you, that it ought 
not to be attempted, eſpecially if the 


tb doing, except in deſperate Cafes. 
H 15 WW H A T5 
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CASES of CUR1ios1TyY and 


INSTRUCTION. 


. = TITER 
GUPPOSE you are younger Hand, and 
that you have. the Queen, Knave 
Seven, Eight, and Nine of Clubs ; alſo the 
Seven, and Eight of Diamonds, the Seven 
of Hearts, = the Ten, Nine, Eight and 
Seven of Spades; and that the elder 
Hand has left a Card : 
Query. How are you to diſcard, to put 
it in the Power of the Cards to 1 A the 
elder Hand ? 
Anſwer, You are to carry the five 
Clubs and the four Spades, and to leave 
a Card; and by taking in the Ace, King, 
and Ten of Clubs, 290 e your 
oY: 5 i 1 1 
II. 
Suppoſe you have eight Clubs, the 
Ace and King of Diamonds, the Ace of 
Hearts, and the Ace of Spades : WT: 
Query. Whether you repique the young 
er Hand, or not? 
Anſwer, The younger Hand may have 
a Quart-blanche, by having three 2yar! 
from a Ten, which reckons firſt ; and 
therefore he is not repiqued. * 


9 


i 
ven 
and 


der 


put 
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II. 


the et is good for every thing. 


| that Number ? 


the Ace, King, and Ten of Diamonds; 
the Ace, Knave, and- Nine of Hearts ; 


vent = Poſſibility of the r Hand's 
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What is the higheſt Number to be 
made of a Pique?̃ 

Anſwer, Eighty- two Points, 

What are the Cards which compoſe 
that Number ? 

Anſwer. A Quart. major in Clubs, a 
Quart. major in Diamonds, Ace, King, * 
Ten of Hearts, with the Ace of Spades. 

This is only upon Suppoſition that 


IV. 

What is the higheſt Number to be 
made of a Repique and Capot ? NES 
Anſwer. A hundred and ſeventy Points. 
What are the Cards which compoſe 


Anſwer, The four Terce: majors, which 
are ſuppoſed to be good for every thing. 
V. 


Suppoſe you are elder Hand and that 
you want eight Points of the Game, and 
that the younger Hand wants twenty- 
three Points; and ſuppoſe. you have dealt 
you the Ace, King and Queen of Clubs; 


the un Nine, and Seven of Spades : 
. How are you to diſcard, to pre- 


Hs: — 


1 a i 
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making twenty three Points, and he is not 
to reckon a Cba/ tes aucbe. 

Anſwer. You are to diſcard. the King 
and Queen of Clubs, and the Knave, Nine, 
add Seven. of Spades 3 hy which Method 
of diſcarding you are certain to make 
eight Points, before the youpger Hand 
can make pe 70 Paints. 

(Gann: you-have the Ace, Quees, and 
E of Clubs, withethe King and Ten 
of Diamonds; and ſuppoſe your Adver- 
ſary has the Ace, Queen, and Knave of 
Diamonds, and the King and Ten of 
Clubs, your Adverſary being to lead, is 

40 make five Points, or to loſe the Game. 

Query. How ſhall you play to prevent 
him from making of five Points? 

. Anſwer, When he plays his Ace of 
| Clubs, you are to play your King of 
Clubs; by which means he can make 
aa four . . 

VII. 


1 and B plays a Plrtie at Piquet. 
They are one Game each of the Partie. 
Ahas it in his Power to win the ſecond 
Same; but then he is younger Hand at 
the Beginning of the next Game. 

A has it alſo in his Power. to teckon 
only ninety-nine Points of the ſecond 
Baie, and B is to be ſeventy : 

Ruexs 


Some CoMPUTA TIONS for laying Money 


Hand does not Ines. the Joungger Hand. 


Sup po ſe A and B make a Partie at Piquet. 


he who is eldeſt Hand has above five to 
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Query. Whether it is A's Incereſt. to win 
the ſecond Game or not? 

Anſwer. It is A's Intereſt. to win the 
ſecond Game, in the Proportion of four- 
teen to thirteen in his Favour. 18 
Se ehe ck: toobob ot bobels Mee 


I. 


at the Game at Piquet. ; 


J. 
IT; is five. to 1 that the eldeſt Hand 
wins the Game. 1 


It is about two to one that the eldeſt 


It is near four to one that the younger 
Hand goes not lurch the elder Hand. 


I. 

A has the Hand; what's the Odds that 
A wins the Partie? 
Anfuer. It is about ewenty-three to 
twenty. A | 


If A has one Game, and B one "Ie 


four to win the Partie. 


„ 
If 4 has two Games Love before they 
H 6 | cut 


that he wins the Partie. 


to one that he wins the Partie. 


the Odds in Favour of 4 are about three 


| thy: the Odds are about eleven to "our. 


is about nine to five. 


cut for the Deal, the Odds are above four 


1881141 | 
If 4 . two Games 1 and A haz 
a Hand, the-Odds are about five to one 


V. 
If B has the Hand when A is two Love, 


and a half to one. 
„VI. 

II 4 has two Games, and B one, be: 

Þ Fas they cat, the Odds in favour of A are 

above two to one. 

If 4 has the Hand a6 two Dames 70 
„ "18 


If B has the Hand, when A is two 
Games to one, the Odds in favour of 4 


SC). 6 IX. 
If A is one Game 3 and elder 
Hand, the Odds in Favour. of; A is about 
ſeventeen to ſeven, 
+ © 
If Ais one Game Love, and younger 
Hand; the Odds in FAVOUr: of A is about 


two to one. 
. H AP. 


— 4 : * . J 
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—— ͤ 
CA P. Vun 
Laws 19 the Game hag 


; 14 * , 
0 
THE « elder Hand is . to lay out 
one Card. 
e; II. 
ee If the elder Hand takes in one al the 


three Cards which belongs to the younger 
Hand, he loſes the Game. 
Je: | III. . 
ue If the Ader Hand, in taking * five 
Cards, ſhould happen to turn up a Card 
belonging to the younger Hand, be! is to 
reckon nothing that — 

If the elder or younger Hand: play 
with thirteen Cards, o counts nothing. 
If 'the elder Hand has thirteen Cards 
dealt him, it is in his Option whether he 
will ſtand the Deal or not ; and if he 
chuſes to ſtand the Deal, he is to diſcover 


it, and to diſcard five Cards, and” to take 
in four only. ä 
VI. 


If the elder or younger Hand reckens 
| what they have not, they count nothing. 
\ P. „ 

If the elder Hand bene the Stock lber 
he has d — he cannot alter his 9 Hl. 
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VIII. 

If a Card is faced, and it happens to 

be diſcovered either in dealing, or in the 

Stock, there muſt be a new. Deal, unleſs It 

be the bottom Card. 
| ” ©. 

If the Dealer turns up a Card | in deal. 
ing, belonging to the elder Hand, it is in 
the Option of the elder. Hand | to havea 
new Deal. 


X. 

If the younger Hand OY in 1 
Cards, it is the Loſs of the Game, unleſs 
the elder Hand has La two Cards. 

1 

If the elder Hand calls föfty one for 
his Point, which happens to be a Quart: 
major, and it is allowed to be good, and 
only reckons four for it, and plays away, 
in this Caſe he is not intitled to count more. 

XII. | 

11 the elder Hand ſhews a Point, or 
| Qyert, ot Terce, and aſks if they are good, 
and afterwards forgets to reckon any of 
them, it bars the younger Hand from 

reckoning any of equal Value, 
| XIII. 0 

Charte. blanche counts firſt, and conſe 
quently faves Piques and Repiques: It 
allo. piques and ene , 


| 
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__ 8 manner, as if thoſe Points were 
reckoned in an other way. 
XIV. 

Quarte-blanche reckons before any ching 
elſe; but need not be ſhewn till the Ad- 
verſary has firſt diſcarded; only if you 
are eldeſt Hand, you muſt bid the younger 
Hand to diſcard for Quarta- blanche; which 
after he has done, you ſhew your Blanche 
by counting your Cards down one after 
another. 

XV. 


You are to cut two Cards at the leaſt. 
1 : 

If you call a Point, and do not ſaws it, 
you reckon nothing for it; and the 
younger Hand may hes and reckon 
his Point. 

XVII. 


If: you play with eleven Cards, or fewer, 
no Penalty attends it. 
XVIII. | 

If the elder Hand leaves a Card, and 
after he bas taken in, he happens to put 
to his Diſcard the four Cards taken in, 
they muſt remain with his Diſcard, and 
he only play with eight Cordes VIZ, . thoſe 


added to his Diſcard, 


7 


—— 

If the younger Hand leaves a Card or 
Cards, and mixes it with bis * 
ore 


1 " . 
we 


3 
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before he has ſhewn it to the elder Hand, 
who is firſt to tell him what he will play, 
the elder Handi is intitled t to ſee his Whole 
Diſcard. 

XX. 


JF the younger Hand leaves a Card or 
Cards, and does not ſee them, nor mixes 


them to his Diſcard, the eldeſt Hand has 
no Right to ſee them; but then they 
muſt remain ſeparate whilſt the Cards are 


playing, and the younger Hand cannot 
look at them neither all that while. 
7 AL 
If the younger Hand leaves a Card or 
Cards, and looks at them, the elder Hand 


is intitled to fee r firſt declaring what 
Suit he will lead. Dirt] 


XXII. 

If the Dealer deals a Card too many 
or too few, it is in the Option of the elder 
Hand to have a new deal; but if he ſtand: 
the Deal, he muſt _ nee Cards for 


i XXIII. 
You are, inthe firſt Place, to call your 


Point; and if you have two Points, it 


you deſign to reckon the higheſt, you are 
to call that firſt, and are to abide by your 


XXIV. 


Tou are to call your Tores, Quarts 
. Cinques, 
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Cinques, &c. next; and to call the higheſt, 
of them, in cale you deſign to reckon 


them, 
3533 1 
IJou are to call a Quatorze, preferable 
to three Aces, Sc. if you deſign to reckon 


them. 5 
„ 
If you call a Terce, having a Quart in 
= your Hand, you muſt abide by your firſt 
ll. 


1 F SOME 


RvLEs and OBSERVATIONS 
FOR 
Playing well at CHESS, 


1 2 

O U ought to move your Pawns be 
fore you (tir your Pieces, and after- 
wards to bring out your Pieces to ſupport 
them 4 therefore the Kings, Queens, and 
Biſhops Pawns ſhould be the firſt played, 

in order to open * Game well. 

| "In 

You are not, therefore, to play out any 
of your Pieces early in the Game, becauk 
you thereby loſe Moves, in caſe your Ad. 
verſary has it in his Power, by playing # 
Pawn upon them, to make them retire, 
and allo opens his-Game at the ſame time; 
eſpecially avoid playing your Queen out, 
till your Game is tolerably well opened. 


Nd 
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l 

Avoid giving uſeleſs Checks, and 1 never 
give any, unleſs you thereby gain ſome 
Advantage, becagſe you may loſe the 
Move if he can either take or drive aur 
Piece away. 

IV. | 

Never hid your Game by having too 
many Pieces together, for fear of choking 
up your Paſſage ſo as to hinder your ad- 
vancing or retreating your Men as Occa- 
ſion may require. | | 


If your Game happens to "a crowded, 
endeavour to free it by making Exchanges 
of Pieces or Pawns, and Caſtle your King 
as ſoon as you conveniently can, 


* 
N 
40 


Endeavour to crowd the Adverſary's 


Game, which is to be done thus; when 


he plays out his Pieces before he does his 
Pawn, you are to attack them as ſoon as 
you can with your Pawns, by which you 
make him loſe Moves, and . Ae 
Gown him. 

| ; H. oy" 10 


Never ads the Advenlary's ation 
without a ſufficient Force; and if he at- 
racks your King, and you have it not in 
your Power to attack his, you are to offer 


Be a with him; and if he retires, 


when 


N 
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when you preſent a Piece to exchange, he 
may lofe a Move, and conſequently you 
gain an Advantage. © 
| . 1 
Play your Men in ſo good Guard of one 
another, that if any Man you advance be 
taken, the adverſe Piece may ao be taken 
by that which guarded yours; and for 
this Purpoſe, be ſure to have as many 
Guards to your Piece, as you ſee your 
 Adverſary advances Pieces upon it; and 
if you can, let them be of leſs Value 
than thoſe he aſſails with. If you find 
that you can't well ſupport. your Piece, 
ſce if by attacking one of his that is better, 
or as good, whether you can't thereby 
0 . 
8 


Never make an Attack but when well 
prepared for it; nor give uſeleſs Checks, 
for thereby you open your Adverſary's 
Game, and make him ready prepared to 
pour in a ſtrong Attack upon you, as ſoon 
as your weak one is over. ü 

Never play any Man *till you have 
examined whether you are free from Dan- 
ger by your Adverſary's laſt Move; not 
offer to attack 'till you have conſidered 
what Harm he would be able to do you 
by his next Moves in conſequence of . 
TD | |  your's; MW” 
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f | 


7 if hurtiul, before it be too late. 


When your Attack is in a proſperous 
be Way, never be diverted from purſuing 
your Scheme (if poſſible) on to giving 


101 him Mate, by taking any Piece, or other 
ny Advantage, your Adverſary may pur- 
ur poſely throw in your Way, with the In- 
nd ent, that by your taking that Bait, he 
lue night gain a Move that would make your 


Deſign miſcarry. _ 
+ ©: 1 
When you are purſuing a well. laid At-. 


with the Loſs of ſome Pieces; if upon 
counting as many Moves forwards as you 
can, you find a Proſpect of Succeſs, ruſh 
on boldly, and ſacrifice a Piece or two to 


make the fineſt Games. 


! + | 


your King, as that your Adverſary, by 


nor 

red Nou might hardly chance to ſave her. 

you * 2 ay : £6 XIV. 1 / \ = | ; 
of Let not your Adverſary's Knight /eſpe--; 


ally if du y guarded) come to check your 


at 
N ; F 
* 


our's ; that you may prevent his Deſigns, 


ack, but find it neceſſary to force your f 
Way through your Adverſary's Defence, 
gain your End: Theſe bold Attempts 
Never let your Queen ſtand ſo. before 


bringing a Rook or a Biſhop, might 
beck your King if ſhe. were not there, for 


-. ame 


>) 
gry. 
. 7 | 
. 
N 
J 
9 
15 
4253 
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King and Queen, or your King and Rook, 
or your Queen and Rook, or your two 
Rooks, at the ſame time; for in the two 
firſt Caſes, the King being forced to £0 
out of Check, the Queen or the Rook 
mult he lolt; and in the two laſt Caſes, 
a Rook muſt be loſt, at beſt for a worſe 


Piece. 
| XV. 


Take care that no guarded Pien of 

your Adverſary 8 * of your Pieces. 
V | 

When the Kings have caſtled on dif- 
ferent Sides of the Board, the' Adverfary 
muſt advance upon the other King the 
Pawns he has on that Side of the Board, 
taking care to bring his Pieces, eſpecially 
his Queen and Rooks, to ſupport them ; 
and the King that has caſtled, is not to 
ſtir his three Pawns *till forced to it. 

XVII. 

In playing the Game, endeavour to 
have a Move, as it were in Ambuſcade; 
what is meant by it, is to place the Queen, 
Biſhop, or Rook behind a Pawn, or a 
Piece in ſuch a Manner, as that upon 
playing that Pawn, or Piece, you diſcover 
a Check upon your Adverſary's King, and 


conſequently may often get a Piece, or 
ſome other 9 by i _ 
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, „ | 
A Never guard an inferior Piece with a 
beiter, if you can do it with a Pawn, be- 
cauſe that better Piece may in that caſe be, 
45 it were, out of Play; for the ſame Rea- 
ſon, you ought not to guard a Pawn with 
Piece, if you have it in your Power to 
guard it with a Pawn. 

"NEL; 
A Pawn paſſed, EE; a ſupported, 
often colts the Adverſary a Piece. And 
f you play to win the Game only, when- 
ever you have gained a Pawn, or any other 
Advantage, and are not in Danger oſ loſing 
the Move thereby, make as frequent 
4 Exchanges of Pieces as you can. 


If you have hi Pawns each upon the 
Board, and no Piece, and you have one 
of your Pawns on one Side of the Board, 
and the other two-on the other Side, and 
your Adverſary's three Pawns are oppoſite - 
to your two Pawns, march with your. 
King, as ſoon as you can to take his 
Pawns, and if he goes with his King to 
ſupport them, go on to Queen with your 
lingle Pawn, and if he goes to hinder him, 
ke his Pawns, and puſh the others to 
Queen : This ſhews the Advanregy of 3+ 
palg'd Pawn. 

8 


- 93232 et - —— 
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Biſhop is not of the Colour that commands 


e e 
At the latter End of a Game, each Party 
having only three or four Pawns on ai 
ferent Sides of the Board, the Kings are 
to endeavour to gain the Move i in order 
to win the Game, For Example; if you 
bring your King oppoſite to your Adver- 
ſary's King, with only one Houſe between 
you, you will have gain'd the Move. 
XXII. 

When your Adverſary has his King and 
one Pawn on the Board, and you "have 
your King only, you will never-loſe that 
Game, if you can bring your King to be 
oppoſite to your Adverſary's, when he is 
immediately either before, or on one Side 
of his Pawn, and there 1s only one Houſe 
between the Kings. 

XIII. 

When your Adverſary has a B. ſhop and 

one Pawn on the Rook's Line, and his 


the Corner Houſe his Pawn is going to, 

and you have only your King, if you can 

get into that Corner you can't loſe that 

Game, but may win it by a Stale. 
XXIV. ; 

When you have greatly the Diſadvan- ,; 
tage of the Game, having only. you 
Queen left in play, and your King hap: 
pens to. be in the Poſition of 9 

eep 
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keep giving Check to your Adverſary's 
King, always taking care not to check him 
there he can interpoſe any of his Pieces 
that makes the Stale; fo doing, you will 
at laſt force him to take your Queen, and 
hen you win the Game, by being in a 
Stale-Mate. 
<5 eee 

Never cover a Check with a Piece that 
Pawn puſh'd upon it may take, for fear 
f only getting that Pawn for it. 

"3h . BE 
Always take care that your Adverſary's 
King has a Move, for fear of giving a 
Stale- Mate; therefore don't crowd him 
p with your Pieces, leaſt you inadver- 
ently give One. SC 


bb bob obobeb:icbcb hobo cook 


nd 

0 Explanations and Applications of ſome of the 
o Veregoing Rules and Obſervations. 

all L hs | 


Game, or the cloſe Game, be ſure 
[ou bring out all your Pieces into play 
„ore you begin to attack; for if you 
our Won't, and your Adverſary does, you will 
gf lways attack, or be attack'd, at a great 
ite, Piſadvantage; this is ſo eſſential, that you 
eep The I cs had 


an- ; 
PIER. 
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had better forego an Advantage than d&Mſer 
viate from it; and I may venture to pr Non 
nounce, that no Perſon can ever play wel 
at this Game, that, does not put this Ryþ 
ſtrictly in Practice; and don't jet any Bedy 
imagine, that theſe preparatory Moves ar 
uſeleſs, becauſe he does not receive an im. 
mediate Advantage from them 3 they ar 
Juſt as neceſſary, as it is at Whiſt, to de 
thirteen Cards round before you begin 
play. In order to bring out your Piece 
properly, I would adviſe to puſh on you 
—— firſt, and ſupport them with you 
Pieces, and you will receive this Adva 
tage from it, that your Game won't 
crowded : I mean by this, that all you 
Pieces will be at Liberty to play and afli 
each other, and ſo co-operate toward 
obtaining your End; and this farther! 
to be obſerv'd, that either in your Attack 
or Defence, you bring them out ſo as nc 
to be drove back again. | 
 : 

When you have brought out all you 
Pieces, as I have premis'd, which 50 
will have done very well, eſpecially if yo 
have your Choice on which Side to call 
(which I would always adviſe to do 
would then pauſe a while, and conſid 
thoroughly my own and my Adverlar 
Game, and from his Situation, 5 00 
ec vill 
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4. Mſcrving where he is weakeſt, I would not 
pro-fonly take my Reſolution where to caſtle, 
but likewiſe where to begin my Attack ; 
and it ſtands to Reaſon, you can't do it ia 
a better Place than where you are ſtrongeſt, 
and your Enemy weakeſt. By this Method 
tis very probable, that you will be able to 
break through your Adverſary's Game, 
in which Fray ſome Pieces muſt of courſe 
be exchanged. But now pauſe again, and 
ſurvey both Games attentively, and don't 
kt your Impetuoſicy hurry you on too far 
with this firſt Succeſs; and my Advice to 
you now in this critical Juncture (eſpe- 
cally if you ſtill find your Adverſary pretty 
ſtrong) is to rally your Men again, and 
put them in good Order for a ſecond or 
third Attack if needful, ſtill keeping your 


her Wn cloſe and connected together, fo as 
tac to be of Uſe to each other: For want of 
this Method, and a little Coolneſs, I have 


> NC 
_ ſeen an almoſt ſure Victory ſnatch'd 
out of a Player's Hands, and a total Over- 
throw enſue. But, if after all, you can't 
panetrate ſo far as to win the Game, never- 
theleſs, by obſerving theſe Directions, I 
ipprehend you may ſtill be very ſure of 
having a well-diſpoſed Game; and this 
briags me to the third, Part of the Game, 
Fhich is the Concluſion. 

12 III. 


| you 
1 J0 
if 0 
0 call 
do) 
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8 III. ö 
And now that I am come to the 1: 
Period of the Game, which abounds al 
with Difficulties and Niceties; it muſt he 
obſerv'd, where your Pawns are ſtrongeſ, 
beſt connected together, and neareſt tg 
Queen ; you muſt likewiſe mind how you 
Adverſary's Pawns are diſpos'd, and i 
what Degree of Preferment they are; an 
compare theſe Things together, and if ya 
find you can get to Queen before him, ye 
muſt proceed without Heſitation; if not 
you muſt hurry on with our King to pre 
vent him: 1 ſpeak now, as ſuppoſing 1 
the Noblemen are gone; if not they ar 
to attend your Pawns, and likewile t 
prevent your Adverſary from going | 


Queen. 


bg bobh cok ook tb Ce ere 


Some general Rull Es, by way of Cerro 
ration and Supplement to what has I 
already ſaid, | 
3 

ON' T be too much afraid of lofin 
a Rook for an inferior Piece: M 

Reaſon is this, altho' a Rook is better thi 

any other, except the Queen, yet it ſeldo 

mes into play ſo as to operate until! 

E. d of the Game, and therefore it ba 


pe 


2 
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dens very often, that *tis better to have a 
eſs good Piece in play than a better out. 

= . 
When you have moved a Piece, ſo that 
your Adverſary drives you away with a 


gel Pawn, take it for granted "generally ſpeak- 
you ing) that it is a bad Move, your Enemy 


gaining that double Advantage over you 
of advancing himſelf, and making you 
retire : I think this deſerves Attention; 
for altho' the firſt Move may not be much 
between equal and good Players, yet the 
Loſs of one or two more, after the firſt, 
makes the Game almoſt irretrievable. Allo, 
if you defend and can recover the Move, 
or the Attack, (for they both go together) 
you are 1n a fair 9 of winning. ; 
If you make ſuch a Move as that, ha- 
ving Liberty to play again, you can make 
nothing of it, take it for granted it is an 
xceeding bad one; for at this nice Game 
no Move can be indifferent. 
IV. 
If your Game is ſuch, that you have 


lofinfW/carce any thing to play, 'tis your own 
Fault, either for having brought out your 
tu kieces wrong, or which is worſe, not at 


all; for if you have brought them out 
night, you muſt have Variety enough to 


pay, ] 
| K . 0 
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5 5 

Don't be too much afraid of doubling 
a Pawn, three Pawns together are ſtrong; 
but four, that make a Square, with the 
Help of other Pieces well- -manag'd, make 
an invincible Strength, and, probably, in 
time of Need, may produce you a Queen; 
On the other Side, two Pawns with a 
Interval between, are no better than one; 
and if imprudently you ſhould have three 
over each other in a Line, your Game 
can't be in a worſe Situation: Examine 
this on the Table, and the Truth of it 
will ſtrike you, Your Buſineſs, therefore, 
is to keep your Pawns cloſe cemented and 
connected together, and it muſt be great 
Strength on the other Side that muſt over 
power them. 

VI. 


When a Piece is ſo attack'd as that you 
can't ſave it, give it up, and beſtow your 
Thoughts how to annoy your Enemy in 
another Place, whilft he is taking it; for 
it very often happens, that whilſt you 

Adverſary is running madly after a Piece, 
you either get a Pawn or two, or ſuch 
Situation as ends 1n ee 

V 

Suppoſing your Queen and another 

Piece are attack'd at the ſame time, and 


chat by 2 your Queen you muſt 


lok 


for playing at CHESS, 175 
oe your Piece; in this Caſe, if you can 8 
np ect two Pieces in exchange for your Queen, 
[| would adviſe you rather to do it, than - I 
the retire ; for obſerve, tis the difference of 
\ke three Pieces, which is more than the worth | 
in of a Queen 3 beſides that you keep your 
en: Came entire, and preferve your Situation, 
an vhich very often is better than a Piece; 
ne; ay, rather than retire, I would give my 
reef Queen for a Piece and a Pawn or two, 
mel ray, almoſt for what I can get; for do 
nel but obſerve, amongſt good Players, this 
f irMone thing, (to convince you this Advice is 
re, not bad) that when the Attack and De- 
and fence is thoroughly form'd, and every 
reaching prepar'd for the Storm, if he that 
vel. plays firſt is oblig'd by the Act of the 
Perſon that defends to retire, it generally 
ends in the Lofs of the Game of the at- 
you tack?d Side. 


2 — 2 
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VIII. 
in. Don't aim at changing without Reaſon; 
for tis ſo far from being right, that a good 
you Player will take this Advantage of it, that 
zece, he will ſpoil your Situation and mend his 
chown: But in theſe following Caſes *ris 
quite right; when you are ſtrongeſt, eſpe- 
cally by a Piece, then every Time you 
ther change, you r Advantage increaſes ; this is 
and ſo plain it needs no Argument: Again, 
mult} when you have play'd a Piece, and your 
lol adverſary oppoſes one to you, change 
+ directly 
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directly, for it is plain he wants to remove 


you; prevent him therefore, and dont 


loſe the Move. 
45 IX. 


Every now and then I would have you 


eaſt up your Game, and make the Balance, 
then take your Meaſures accordingly. 


X, 


At the latter End of the Game eſpe- 
cially, remember your King is a Capita 
Piece, and don't let him he idle; tis by 
his Means, generally, you get the Moy: 


and the Victory. 
. 


ate this n chicas this . 


Rook, and Biſhop operate at a diſtance, 
tis not always neceſſary in your Attack, to 
have them near your Adverſay' 8 King 
they do better at a diſtance, can't be drove 
away, and prevent a Stale-Mate. 


XII. 


When you have a Piece that you can 


take, and that can't eſcape you, 


don't be 


in a hurry ; ſee where you can make a 
good Move elſewhere, and take it at your 


leiſure. 
XIII. 


Tis not always rigkt, to take your Ad- 


verſary's Pawn with your King, 


for very 


eften it happens to be a Safeguard and 


Proteionto your King. 


XIV. 


th 


F you touch your Man, you muſt 


fer playing at CHESS. 177 
NY; © 3 

When you can take a Man with dif- 
ſerent Pieces, don't do it with the firſt 


that occurs, but conſider thoroughly with 
which you had beſt take it. 


— — — — >_> — — — — — — 
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play it, and if you quit it you cannot 
recall it. | 
Y TT * 
If by Miſtake, or otherwiſe, you play 
a falſe Move, and your Adverſary takes 
no Notice of it till he hath play'd his next 
Move, neither of 7527 can recall it. 
i 
If you miſplace your Men, and play 
two Moves, it lieth in your Adverſary's 
Power or. Choice whether he will permit 
you to begin the 1 or not. 
Iv | 
If the Adverſary playeth or diſcovereth 
a Check to your King, and gives no No- 
tice of t you may let him ſtand ſo till he 
gives Notice. 


— 


V. 
After your King has moved, you can- 
not Caſtle. | 


End of the Games of Piguet and Cnzss. 
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HAP. I. 


PECAUSE it is neceflary for a Learn- 
er to know, how many Points he 
ought to throw upon the two Dice, one 
Throw with another; we ſhall take the 
following Method to demonſtrate it. 

Example. I would know how many 
Chances there are upon two Dice? 

The Anſwer is thirty-ſix 

I would alſo know how many Points 
there are upon the thirty-lix C Chances! ? 


AG — — 


The 
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The Anſwer to which take as follows: 


V1z, Points. 
2 Aces 5 4 
2 Deucessk(uaↄꝗ — 8 
2 Trois „„ 
2 Fours — 16 
2 Fives — 20 
2 Sixes | + 24 
6 and 5 twice —— 22 
6 and 4 twice 20 
6 and 3 twice ——— 18 
6 and 2 twice ——— 16 
6 and I twice — 14 
5 and 4 twice —— 18 
5 and 3 twice »—- 16 
5 and 2 twice 14 
5 and I twice — 12 
4 and 3 tWi e- 14 


— 
4 and 2 twice — — 12 


4 and I'twice —— 10 
3 and 2 twice = 10 
3 and I twice = 8 


2 and 1 twice —— 6 


PI 
294 divided by 36,folves the Queſtion ; by 
Which it appears, that one Throw with 
5 : 8 another 


26 and 1 twice 


4 and 1 twice 
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another you may expect to throw 8 upon 
2 Dice. Fg 

I would know how many Chances there 
are upon 2 Dice? 

The Anſwer is 3, which are as follows: 


Chances. 
2 Sixes — 
2 Fives — 
2 Deuces — —— 
* 2 Aces — 
6 and 5; twice 


56 and 4 twice 
6 and 3 twice 
5 and a twice 


5 and 4 twice 
5 and 3 twice 
4 5 and z twice 
5 and 1 twice 
4 and 3 twice 
4 and 2 twice 


3 and 2 twice 
* and 1 twice 
2 and 1 twice 


| M | [ | | 


8 d W n b DD » = woo 


6 


Becauſe a Learner may be at a Loſs to 


find out by this Table of 36 Chances, 
what are the Odds of being hit, upon a 
certain, or flat Die, let him take the fol- 
lowing Method. 


Example. 


n 
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Example. To know. the Odds of being 
hit upon an Ace? 


Look in the Were where, ro will 
find thus “ marked, | 


4 


* 2 Aces — — 1 
6 and 1 tWice ——oo_ 25 
* and I twice — — 2 
A and 1 tWICG<---oar— 2: 
*2 and 1 twice =— 2 
* and 1 — — 2 


Which deducted front 56 | 


The Remainder is 25 : 


By this Method it appears, that it is 
25 to 11 againſt hitting an Ace, upon a 
certain, or flat Die. 


The 
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To explain further to a Learner how 
to make uſe of the Table of 36 Chances, 
when at a Loſs to find the Odds of being 
hit upon any certain, or flat Die, this 
ſecond Example is here added to ſhew 
how to find by that Table the Odds of 


being hit upon a 6. 


SIS | an | 1 

2 Trois — — 1 

2 Deuce... 

6 and 5 twice — 

6 and 4 twice —— 

6 and 3 twicexkaꝗv 7 

6 and 2 twice — = 

6 and 1 twice »= — 2 
2 
2 


5 and 1twiſ,e — 
4 and 2 twiſe 


— — 


I 
2 
2 
* 
2 
7 


— 


| Which deducted from 36 
The Remainder is — 19 J 
By the foregoing Example i it is evident, 
that it is 19 to 17 againſt being hit mow 
a 6, 


The Odds of 2 Love is about 5 to 2, 
and of 2 to 1 is 2 I, 
and of 1 Love 2. 


CHAP. 
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—— — — — — 


1 F you play 3 up at Back-Gammon, 
1 your principal View, in the firſt place, 


is, either to ſecure your own, or your Ad- 


verſary's Cing. Point; when that is ef- 
fected, you may play a puſhing Game, 
and endeavour to gammoen your Adver- 
ſary. T2 

= IT. 


The next beſt Point (after you have 


gain'd your Cing, Point) is to make 


your Barr Point, thereby preventing your 
Adverſary's running with 2 Sixes. 
| III. | 
After you have proceeded thus far, you 
are, in the next place, to prefer the 
making your Quatre Point in your own 
Tables, rather than the 2zatre Point out 
of them. 
IV. 6 
Having gained theſe Points, you have 
a fair Chance to gammon your Adver- 
fary, if he is very forward: For, ſuppoſe 
his Tables are broke at home, it will be 
then your Intereſt to open your Barr Point, 
and to oblige him to come out of your 
Tables with a 6; and having your Men 
ſpread, you not only may catch that Man 
Sd . „„ 0 


# 8% 
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which your Adverſary brings out of your 


Tables, but you will alſo have a Proba- 
bility of taking up the Man left in your 


Tables, (upon Suppoſition that he had 


two Men there.) And ſuppoſe he ſhould 


have a Blot at home, it will then be your 
Intereſt not to make up your Tables; be- 


cauſe, if he ſhould enter upon a Blot, 
which you are to make for the Purpoſe, 
you will have a Probability of getting a 


third Man; which, if accompliſhed, will 
give you, at leaſt, 4 to 1 of the Gam- 


mon; whereas, if you have only two of 
his Men up, the Odds is in his Favour 
that * do not gammon him. 
| V. 

If you play for a Hit only, 1 or 2 


Men taken up of your Adverſary's, 


makes it ſurer than a greater Number, 
provided that * are made up. 
Dix EC TIoxS how to carry your Men 
home. 
When you carry your Men home, i in or- 
der to loſe no Point, you are to carry the 
moſt diſtant Man to your Adverſary's 


Barr Point, that being the firſt Stage 
you are to place it on ; the next Stage 1s 
6 Points farther, viz. in the Place where 
your Adverſary's 5 Men are firſt placed 


out of his Tables; the next Stage is * 
the 


I QO DD = 
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the ſix Point in your Tables. This Me- 
thod is to be purſued till all your Men 
are brought home, except 2, when, by 
loſing a Point, you may often fave your 
Gammon, by putting it in the Power of 


2 Fives, or 2 Fours to fave it. 


VII. 


If you play to win a Hit only, you 
are to endeavour to gain either your own. 


or your Adverſary's Cinque Point; and 


if that fails, by your being hit by your * 
Adverſary, and you find that he is for- 


warder than you, in that Caſe, you muſt 
throw more Men into his Tables. The 
manner of doing it is thus: Put a Man 
upon your Cinque or Barr- Point, and if 
your Adverſary neglects to hit it, you 
may then gain a forward Game inſtead 
of a back Game; but if he hits you, you 


muſt play for a back Game, and then the 


greater Number of Men which are taken 
up, makes your Game the better, becauſe 


you will, by that Means, preſerve your 
Game at home; and you muſt then al- 


ways endeavour to gain both your Adver- 
lary's Ace and Trois Points, or his Ace 


and Deuce Points, and take Care to keep 


3 Men upon his Ace Point, that, if you 
chance to hit him from thence, that Poim 
may remain ſtill ſecure to you. 


VII. 


* 
- 2 * — — — 
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Ar the Beginning of a Set do not pla 
for a back Game; becauſe by ſo doing, 


you would play to a great Diſadvantage, 
running the Riſk of a enen to win 


a ſingle Hit. 


* 


e 2 Shoot HH 


Si 


DIRECT 10Ns for playing at ſetting out 
the 36 Chances of Dice, when you are 
to play for a Gammon, or for a Jingh 
Hit. 
| J. 
To Aces, to be OWE On your 

Cing-Point, and Barr-Point, for a 
Gammon, or for a Hit. 

II. 

Two Sixes, to be played on your Ad- 
ver ſary's Barr. Point, and on your own 
Barr-Point, for a Gammon, or for a 
Hit. 

III. | 

* Two Trois; two to be played on 
your Cinq- point, and the other two on 
your Trois Point in your own Tables, 
for a Gammon only. 

IV. 
＋ Two Deuces, to be played on your 
Quatre 
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Quatre Point in your own Tables, and 
tyo to be brought over from the five Men 


Gammon only... 95 
„ FP 

F. Two Fours, to be * over from 
the five Men placed in your Adverſary's 
Tables, and to be put upon the va, Point 


18 


in your own Tables, for a Gammon only, 
VI. \ 


he five Men placed in your Adverſary's 


or a Hit. 
| VII. 
Size Ace, you are to take your Barr 
Point, for a Gammon, or for a Hit. 
VIII. 
Size Deuce, a Man to 1 brou bt 1 
de five Men placed in your A verſary's 


9 ables, and to be placed on the Cinq. 
ſoint in your own Tables, for a Gammon, 
for a Hit. 
| on : IX, 
_ Six and three, a Man to be beaaghe! from 


bles, 
il go, for a Gammon, or for a H . 


& of 


your Ix and four, a Man to be bought * 


ALLY _ 6 your 


placed in your Adverſary's 3 _ for a 


Two Fives, to be brought over from 


Tables, and to be put on the Trois Point 
n your own Tables, for a Gammon, or 


dur Adverſary's Ace Point, as far as he. 


OE: 
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your Adverſary's Ace-point, as far as he MW 1 
will go, for a Gammon, or for a Hit. 

Six and Five, a Man to be carried from 
your Adverſary's Ace-point as far as he Ml 5 
can go, for a Gammon, or for a Hit. l 
a e | | V 

Cinq. and Quatre, a Man to be carry'd M0 
from your Adverſary's Ace- point, as far 
as he can go, for a Gammon, or for a 
Hit. = 
XIIT. 

Cinq. Trois, to make the Trois-point 

in your Table, for a Gammon, or for a 


Hit. | 
_—_ | 
Cinq. Deuce, to play two Men from 
the 5 placed in your Adverſary's Tables, 
for a Gammon, or for a Hit. 
- 
* Cinq. Ace, to bring one Man from 
the five placed in your Adverſary's Ta- 
bles for the Cinq. and to play one Man 
down on the Cinq. Point in your ow 
Tables for the Ace, for a Gammon only. 
.f... 7 
Quatre Trois, two Men to be brougit 
from the five placed in your Adverſar) 
Tables, for a Gammon, or for a Hit. 
XVII. 
Quatre Deuce, to make the 1 
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point in your own — for a Gammon, 
or for a Hit. 

XVIII. 


+ Quatre Ace, to play a Man from the 
* in your Adverſary's Tables for 
* Quatre, and for the Ace, to play a 
Man down, upon the Cinq. Point in your 
oon Tables, for a Gammon only. 
- XIX. | 
Trois Deuce, two Men to be brought 
from the five placed in your Adverſary? ** 
Tables, for a Gammon only, 
nt XX. 
Trois Ace, to make the Cinq. Point in 
your own Tables, for a Gammon, or for 
a Hit. | 
om! XXI. 
es, Deuce Ace, to play one Man from 
the five Men placed in your Ad ver ſary's 
Tables for — Deuce; and for the Ace, 
to play a Man down upon the Cinq. Point 
in your own Tables, for a Gammon only. 


Keb? Hoek Roolck Wie footy 


—— — — 


om 


Man 
own 


nly. 


DIS ECT IONS how 70 play the Chances that 
are marked thus ( When you are only 
to play * a Hit, 


WO Trois, two of them are to be 
played on your Cinq. Point in your 
2 own 


ug ht 
ary 


Watte 


Point 
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own Tables, and with the other Two you 
are to take the Quatre Point in your Ad- 
veriary' s Tables. 
We 

+ Two Deuces, two of them are to be 
played on your Quatre Point in your own 
Tables, and with the other two you are 
to take the Trois Point in your Adver- 
ſary's Tables. 

The two foregoing Caſes are to be 
played in this manner, for this Reaſon, 
viz. That thereby you avoid being ſhut 
up in your Adverſary's Tables, and have 
| the Chance of "I high Doublets 
to win the Hit. a 


* Two Fours, two of them are to take 
your Adverlary's Cinq. Point in his Ta- 
bles; and for the other two, two Men 
are to be brought from the five placed in 
your Advetlary's 1 998 

. 

bs, ® Cing. Ace, play the Cinq. from 
the five Men placed in your. Adverſary's 
Tables, and play the Ace from your Ad- 
verſary's unn 

2 * Quatre Ace, play the Quatre from 
the five Men placed in your Adverlary 
Tables, and play the Ace from the Men 
on your Adverſary's Ade Point. 


VI 
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* 

a 3. * Deuce Ace, play the Deuce from 

the five Men placed in your Adverſary's 

Tables, and play the Ace from "Ro Ad- 

verſary's Ace Point. | 


in N. B. The three laſt Chances are piay'd 
te in this manner, for the following Reaſon : 
By laying an Ace down in your Adver- 
fary's Tables, you have a Probability of 


be throwing Deuce Ace, Trois Deuce, Qua- 
tre Trois, or Size Cinq. in two or three 
ut i Throws in any of which Caſes you are 
ve 


to take a Point, which gives you vaſtly 
ets WY the better of the Hit. 

Lou may obſerve, by the Directions 
given in this Chapter, that you are to play 


ke 9 Chances out of the 36 in a different 
La WW manner for a fingle Hir, to what you 
" would do when playing for a Gammon. | 


In this, and the foregoing Chapter, 
plain Directions are given, how, at ſet- 
ting out, to play all the Chances on the 


„ice, either for a Gammon, or a ſingle 
27 Hit; but it is impoſſible to give full In- 


ſtructions for the whole Progreſs of the 
Came; all that can be done towards help- 
ing a Learner, is to communicate ſome Oò- 
ſervations, Hints, and Cautions, which if 
attended to, may be of Ule to him. 
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Some Obs ER VAT ION, HINTS, and Cay. 
TIONS, which are 10 Be attended to. 


: 1 : 

the Directions given to play for 1 
Gammon, you are voluntarily tg 
make ſome Blots, the Odds being in your 
Favour, that they are not hit; but, ſhould 
it ſo happen, that any Blot is hit, as in 
this Caſe you will have three Men in your 
Adverſary- s Tables, you muſt then en- 
deavour to ſecure your Adverſary*s Cing, 
Quatre, or Trois Point, to prevent a 
Gammon, and mult be very cautious hoy 


fourth Man, 
II, 


Take care not to crowd your Game i 


crowding a Game, 1s the putting man 
Men, either upon your Trois or oy 
Point in your own Tables; which is, 
effect, looſing of thoſe Men, not havin 
them in Play, 
Beſides, by crowding your Game, t 
attempt to ſave a Gammon, you are oitc 
gammoned 
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gammoned 3 becauſe when your Adver- 


fary finds your Game open, by being 
crowded in your own Tables, he may 
then play his Game as he thinks fit. 

| „ | 


By Recourſe had to the Calculations, | 
you may know what are the Odds of 


your entering a ſingle Man upon any 


certain Number of Points, and by that 


means you may play your Game accord- 
ingly. i 


If you are obliged to leave a Blot, by 
Recourſe had to the Calculations for hit- 


ting it, you will find the Chances for and 


againſt you; and. conſequently you will 
be enabled to judge how to play your 
Game to the greateſt Advantage, 


Fou will alſo find by the calculations, 
the Odds for and againſt you, upon being 


hit by double Dice, and conſequently you 
will have it in your Power to chuſe ſuch 
a Method of Play as is moſt to your 


Advantagd 


„ 

If it is neceſſary to make a Run in or- 
der to win a Hit, and you would know 
to a Point which is forwardeſt, your Ad- 
verfary or you, take the following Method: 
Begin with reckoning how many Points 

⁵K 4 you 
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you muſt have to bring home to your 1 
Size Point in your own Tables, the Man * 
that is at the greateſt Diſtance from it, 
"ge do the like 'by every other Man that 

abroad ; when the Numbers of thoſe 
Abſeniees are ſummed up, add to them 
the following Numbers for thoſe already 
in your own Tables, (ſuppoſing the Men 
that were abroad as on your Size Point for 
bearing) namely, fix for every Man on 
the Size Point, five for every Man on 
the Cinque Point, four for every Man on 
the Quatre Point, three for every Man on 
the Trojs point, two for every Man on the 
Deuce Point, and one for every Man on 
your Ace Point, Do the like to your Ad- 
verſary's Game, and then you will know 
which of you is forwardeſt, and likelieft ö 
to win the Hit. . . 


* 


CHAP, 
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CHAP. VI. 


Obſervations and Directions for a Learn- 
er that has made ſome Progreſs at 

Back-Gammon; particular Direc- 
tions for bearing their Men. 


5 * | | 
1 F your Adverſary is greatly before you, 
never play a Man from your Quatre, 
Trois, or Deuce Points, in order to bear 
that Man from the Point where you put 
it, becauſe that nothing but high Doublets 
7 can give you any Chance for the Hit; 
: therefore, inſtead of playing an Ace or 4 
a Deuce from any of the aforeſaid Points, 4 
always play them from your Size or high- 1 
eſt Point; by which means you will find, 
that throwing two fi ves, or two fours, will, 
upon having eaſed your Size and Cinque 
Points, be of great Advantage to you: 
Whereas, had your Size Point remained 
loaded, vou muſt, perhaps, be obliged to 
play at length thoſe Fives, and Fours. 
II. 
Whenever you have taken up two of 
your Adverſary's Men, and that you hap- 
FS K 5 — _- 
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pen to have two, three, or wore Point 
made in your own Tables, never fail ſpread- 
ing your Men, in order either to take a 
new Point in your Tables, 'or to be 
ready. to hit the Man your Adverſary 
may happen to enter. As ſoon as he en- 
ters one of his Men, you are to compare 
his Game with your's; and if you find 
your Game equal to his, or better, never 
fail taking his Man up, if you can, be- 
cauſe it is 25 to 11 againſt his hitting you; 
which Chance, being ſo much in your 
Favour, you ought always to run that 
Riſk, when you have already two of his 
Men up. = 
There is this Exception to this Rule, 
that if you play for a ſingle Hit only, and 
that your playing that Throw otherwiſe, 
gives you a better Chance for the Hit, you 
ought not to take up _ Man. 
„ 
Never be deterred from taking up ary 
one Man of your Adverſary's by the Ap- 
prehenſion of his hitting you with double 
Dice, becaule the. faireſt Probability your 
Adverſary has of hitting you, is five to 
one againſt him, 
fe IV. 


If you ſhould happen to have five 
Points in your Tables, and to have taken 
a 7 


_—_ tTWY . - oe 


up one of your Adverſary's Nen, and are 
obliged ro leave a Blot out of your Tables, 
take care, if it is in your Power, rather to 
leave it upon Doublets, than any other 
Chance, becauſe. Doublets are 35 to * 
againſt his hitting you, and any other 
Chance is but 17 to 1 againſt him. 


Two of your Adverſary's Men in your 
Tables are better for a Hit, than any 
greater Number, provided your Game is 
forwardeſt, becauſe his having three or 
more Men in your Tables, gives him 
more Chances to hit you, than if he had 
only two Men inthem. 

VI. 


If you are to leave a Blot, upon your 


entering of a Man in your Adverſary's 
Tables, or otherwiſe, and have it in your 
Choice to leave it upon what Point you 


pleaſe, always chuſe that which is the moſt. 


diſadvantageous to him. To illuſtrate 


this by an Example, let us ſuppoſe it is 


his Intereſt 'to hit you or take you up as 
"ſoon as you enter, in that Caſe you are to 
leave the Blot upon his loweſt Point; that 

is to ſay, upon his Deuce Point, rather than 

upon his Trois Point, or upon his Frois 
Point preferably to his Quatre Point, or 

upon his Quatre Point preferable to his 

K 6 Cinque 
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Cinque-point, becauſe, (as has been men- 
tioned before) all the Men your Adverſary 
plays upon his Trois, or his Deuce-points, 
are deemed as: loſt, being in a great Mea- 
ſure out of Play, thoſe Men not having it 
in their Power to make his Cinque-point, 
and conſequently his Game will be crowd- 
ed there and open elſewhere, whereby you 
will be able alſo much to annoy him. 

FS ooh „% 

To prevent your Adverſary from bear 
ing his Men to the greateſt Advantage, 
when you are running to ſave your Gam- 
mon; as, for inſtance, ſuppoſe you ſhould 
have two Men upon his Ace-point, and 
ſeveral other Men abroad, tho' you ſhould 
loſe one Point or two in putting your Men 
into your Tables, yet it is your Intereſt to 
leave a Man upon your Adverſary's Ace- 
point, which will have this Conſequence, 
that it will prevent his bearing his Men to 
his greateſt Advantage, and will allo give 
you the Chance of his making a Blot, 
which you may chance to hit. Bur if, 
upon. a Calculation, you find that you 
have a Throw, or a Probability of faving 
your Gammon, never wait for a Blot, be- 
cauſe the Odds are greatly againſt hitting 
it, | 


8 
— 
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a beehrt h E. ek het 
C H, A P. VI. 


Caſes, 2 ut by way of Rramples, to He how 


to 1 the Odds of ſaving or winning 
a W | 


I. 1 
GUPPOSE your Tables are aiads up, 

and that you have taken up one of 
your Adverſary's Men; and ſuppoſe your 


Adverſary has ſo many Men abroad as re- 


quire three Throws to put them in his 
Tables 

9yery, Whether you have the better of 
a Gammon, or. not: ? 

Anſwer, It. is about an equal Wager 
that you Gammon him. 


> Becauſe, in all Probability, you will 
have bore two Men before you open your 


Tables, and when you bear the third Man, 
you will be obliged to open your Size 
or Cinque- point; in that Caſe it is pro- 
bable, that your Adverfary muſt take 
two Throws before he enters his Man in 
your Tables, and two Throws more be- 
fore he puts that Man into his own Ta- 
bles, and three Throws more to put into 
his own Tables the Men which he has 
abroad, which in all — ſeven T W 
n 
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And as you have twelve Men to bear, 
which probably will take ſeven Throws 
in bearing, becauſe you may twice be 
obliged to make an. Ace, or a Deuce, 
before you can bear] your Men. EL 

N. B. No mention is made of Dou- 
blets of either Side, that Event being equal 
to each Party. 

The foregoing Caſe being duly atten- 
ded to, ſhews it is in your Power to cal- 
culate very nearly the Odds of ſaving or 


winning a Gammon upon moſt Oc- 
calions. 1 ; 8 


II. 

Suppoſe I have three Men upon my 
Adverſary's Ace- point, and five Points in 
my Tables, and that my Adverſary has 
all his Men in his Tables, three — 

each of his five higheſt Points; 


Query, Whether the Probability i is for 
his gammoning-me, or not! r 


Anſwer. 3 Poinis. 

For his bearing 3 Men from his 6 Point, is 18 
from his 5 Point, 1 

from his 4 Point, - 12 


from his 3 Point, - 19 
From his 2 Point, - 6 


we. GI wo 8 5 


— 
o : 


S | © kk &\© t» nr a9 


the Game of Back-Gammon, 207 
To bring, my 3 Men from my | 


Adverſary's Ace Point, tomy 
Size Point in my Tables, be- 
ing for each 18 Points , make 


a — — 5 4 
The Remainder is 6 


And as beſides the fix Points in your 
Favour, there is a further Conlideration 
to be added for you, which is, that your 
Adverſary may make one or two Blots 
in bearing, as is frequently the Caſe : You 
ſee by this Calculation, that you have 


greatly the better of the Probability of 


ſaving your Gammon, 


N. B. This Caſe is * upon an 


| Equality of throwing. 


> Of 5 
Suppoſe I lead two Blots, either of 
which cannot be hit but by double Dice, 
to hit the one that Caſt muſt be eight, and 
to hit the other it muſt be nine; by which 
means my Adverſary has only one Dye 


to hiteither of them. 


Query, What are the Odds of his hit- 
ting either of theſe Blots? 


Anſwer, 
The chances on two Dice are in all 36. 


The 
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3 6 and 2 twice, 2 
The Chances 5 and 3 twice, - 2 
to nit 8 are,ñxł³ 111 x 
1 


The Chances ſe and 3 evice, · 2 


5 and 4 twice, - 2 


to hit 9 are, e 


Total Chances for hitting, „ 


— 


Remain Chances for not hitting, 25 


—— 


So that it is 25 to 11 that he will not 
hit either of thoſe Blots. 


. 
To oo another Example, let us ſup- 


poſe that J leave two other Blots than the 
former, which cannot be hit but by dou- 


ble Dice, the one muſt be hit by eight, 


and the other by leven. 
Query, What are the Odds of my Ad- 


verſary's hitting either of theſe Blots ? 


Anſwer. 
The Chances on two Dice are in all, 36 


6 and 2 twice, 53 
The Chances Jg and 3 twice, - 2 
to hit 8 are, ) two Fours, - 1 

b Wo Deuces. 1 


The 


4 
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6 and 1 twice. 2 
5 and 2 twice, - ' '- 2 
4 and 3 twice, - - 2 


The Chances 
to hit 7 are, 


Total Chance for hitting, — 12 


| Remain Chances for not hitting, 24 


not - | 27 E 
The like Method is to be taken with 
three, four, or five Blots upon double 
Dice; or with Blots made upon double 
and ſingle Dice at the ſame time; you are 
then only- to find out (by' the Table of 
36 Chances) how many there are to hit 
any of thoſe Blots, and add all together 
ein one. Sum, which ſubſtract from the 
: Number 36, which is the whole of the 
Chances upon two Dice: So doing re- 
ſolves any Queſtion required. 


J & Moos, Fo en 


The following Caſes are to ſhew a way 


mechanical way of ſolving of Queſtions 
of the like Nature. | CE 

I would know what are the Odds of 
throwing 7 twice, before 10 once? 
Anſwer. 
It is 5 to 4 that 10 is thrown once before 


Dd wy mw 09 09 | On 


Therefore it is two to one, that I am 


of calculating, which may be called a 
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J is throw twice, which | is demonſtrated, 
as follows : 
Suppoſe the Stake depending i is nine 
Pounds, my firſt Throw entitles me to 
have one third Part of that Money, be 
cauſe 7 has ſix Chances for it, and 10 has 
dut three Chances, and therefore it is two 
to one. 
| 3 1 

- For the firſt Throw - - - - 3 © © 
Having taken 30. out of the 91. 
for the firſt Throw, the Re- 
mainder is 6/, out of which a 

third: Part is to be taken for the 
3 Throw, n bet <1 7:11 0-0 


The Total | is, 5 00 
Remains, 4 © © 


'T he whole Stake | Is, 9 0 : 


VL 
I would know what are the Odds of en- 
tering a Man upon any certain in 
[wo Throws? 


155 


1 


Anſwer, n 
i.» Suppoſe. 36 Shillings is the whole Stake 
depending, I would know what is my 
Share of that-Stake, having laid 18 Shil- 
lings that I enter into two Throws ? By 
the Calculations in the Table of 36 
Chances, 


136 lee lo 
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Chances, it is found that I have 11 Chances 
out of the 36 for entering the firſt Throw, 
for which therefore I am entitled to 11 

out of the 36 Shillings. 


5 1 
The Stake i is, — — 36 0 
For the firſt * * — 11 0 


Ran — 25 0 


The Remainder, being 25 Shil- 
lings, is to be divided into 36 


equal Parts, of which Iam en- 8 


titled to eleven of thoſe Parts, 
which makes 75. 7d. for che 
ſecond Throw, - - $8 


Adding this to the other 11 Shil- 
ling, makes my Share of the 


Stakè to de. 18 7s | 


Then my Adverſary' J Share will 
be „ 8 5 17 42 


— — 


Total of F the Stake, 360 


F 8 WE 24 — R 


i 


Therefore it is very nearly 15 to 14 in 


favour of entering a Man upon any certain | 


CHAP, 


Point in two Thiows, 
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CH APA . . 
Critical Caſes for a Bacꝶ game. 


J. 
E T us ſuppoſe 4. plays the Fore- | 
Game, and#*hat all his Men are * 
in the uſual Manner. | 
For B's Game let us ſuppoſe, that 14 
of his Men are placed upon his Adver- 
fary's Ace Point, and x Man upon his Ad- 
verſary's Deuce Point, and that B. is to 
throw. 
Query, Which Game is likelieſt to win , 
the Hit? - - 
Anſwer, A's is the beſt by Gold to Sil- 
ver, or 21 for, to 20 againſt ; becauſe, if 
B. miſſes an Ace to take his Adverſary's 
Deuce-point, which is 25 to 11 againſt 
him, A. is, in that Caſe, to take up B's 
Men in his Tables, either fingly, or to 
make Points; and if B. ſecures either A's 
Deuce or Trois-point, in that Caſe, A. is 


1 3 mm” Aww 


to lay as many Men down as poſlible, in 
order to be hit, that thereby he may get a 
Back-Game. 

When you are pretty well verſed in the 
Game of Back-Gammon, by practiſing 
a Back-Game, you will become a 
greater 


7 Us CO 
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greater Proficient in the Game than by 
any other Method, becauſe it clearly de- 
monſtrates the whole Power of the Back- 
Game. 3 47 | 
VV 

Let us ſuppoſe A. to have five Men Jl 
placed upon his Size Point, five Men 
upon his Quatre Point, and five Men upon 
his Deuce Point, all in his own Tables. 

And let us ſuppoſe B. to have three 
Men placed upon 4's Ace- point, three 
Men upon A's Trois-point, and three 
Men upon A's Cinque- point; let B. alſo, 
have three Men upon his Size- point in 


his own Tables, and three Men placed 


out of his Tables, in the uſual Manner.” 

1 . Who has the better of the 
D 3 
Anſwer, It is an equal Game; but to 

play it critically, the Difficulty lies upon 

B. who is in the firſt place to endeavour 

to gain his Cinque and Quatre-points in 

his own Tables, and when that is effected, 
he is to play two Men from 4's Cinque 

Port, in order to oblige his Ad ver ſary 
to blot, by throwing an Ace, which if B. 

hits, he will have the faireſt Probability 

of winning the Hit. png” 


III. 


— 


4 
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TH. Back-Game, 


Suppoſe A. has three Men upon x] 


Ace-point, and three Men upon B's Deuce 
Point, alſo three Men upon his Size-point 


in his own Tables, and three Men upon 


his uſual Point out of his Tables, and 

three Men where his five Men are uſually 

placed in his Adverſary's Tables. 
And let us ſuppoſe B. has his Men 


placed in the ſame Manner, both in his 


own and his Adverſaty's Tables, with 
this Difference only, viz, inſtead of having 
three Men put upon A's Deuce-point, let 


him have three Men upon A's Trois- point. 


Query, Who has the beſt of the Bit? 

Anſwer, A. becauſe the Ace and Trois 
Point are not fo good for a Hit, as the 
Ace and Deuce-points in your Adver- 
ſary's Tables, for this Reaſon, becauſe when 
you are bearing your Men, you have the 
Deuce-point in your own Tables to play 


your Men upon, which often prevents 


your making a Blot, which muſt happen 
otherwiſe to your Adverſary; and take 
care fo Jay down Men to be hit as often 
as you can; in order to keep your Game 
backward, and for the ſame Reaſon avoid 
hitting any Blots which your. — 
makes. 


IV. 
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» » 


As a Caſe of Curioſity and InſtruJian, 


Let us ſuppoſe A. has his 15 Men upon 
B's Ace- point, B. is ſuppoſed to have his 
Barr-point, allo his Size, Cinque, Quatre, 
and Trois-points in his own Tables. 

Query, How many Throws is A. likely 
to take to bring his 15 Men into his own 
Tables, and to bear them ? 

Anfwer, You may undertake to do it in 
ſeventy-five Throws. 

It is Odd in As Favour that he throws 
an Ace in two Throws ; it is alſo Odds 
in A's Favour that he throws a Six in two 
Throws; when theſe Events happen, A. 
has a Probability of not wanting above 
two or three Throws to play, till he has 
got all his fifteen Men into his own Tables: 
Therefore, by a former Rule laid down 
to bring your Men home, and alſo for 
bearing your Men, you may te able to 
find out the Probability of the Number 
of Throws required. Note, B. ſtands ſtill, 
and does not play. 
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T.. 
A Caſe of Curio ity and un.. 


Where 4. and B. ſhall play as faſt as 


uſual and yet A ſhall make the Hit laſt, 


| probably, for many Hours. | 

We will ſuppoſe B. to have bore 13 
Men, and that A. has taken up. the a. 
remaining Men. 

And let us ſuppoſe that A. has his 15 
Men in B's Tables, viz. three Men upon 
his Size-point, three upon his Cinque- 
point, three upon his Quatre-point, three 
upon his Trois-point, two upon his Deuce- 
point, and one upon his Ace. point. 

The Method, which A. is to take, is 
this: Let him bring his 15 Men home, 
by always ſecuring ſix cloſe Points, till 
B. has entered his two Men, and brought 
them upon any certain Point; as ſoon as 
B. Has gained that Point, A. muſt open an 
Ace, Deuce, or Trois, or all three; 
which effected, B. hits one of them, and 
A. taking Care-to have two or three Men 
in B*s Tables, is ready to hit that Man ; 
and alſo, he being aſſured of taking up 
the other Man, has it in his Power to pro- 
long the Hit to almoſt any Length, pre- 
vided he takes Care not to open ſuch 
Points, as two Fours, two Fives, or two 

Sixes, 


Si 
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Sixes, but always te open the Ace, Deuce, 
or Trois Points for 8 to hit him. 

I would know what are the Odds upon 
two Dice, for throwing two Sixes, two 
Fives, or two Fours, in three Throws? 
which by mechanical Calculation, may 
be found thus: : 

Anſwer, Suppoſing 36 Shillings to be 
the Stake depending, the Thrower will be 
entitled to have for his firſt Throw, - 3 bil. 
Wl which deducted out of 36, remains 
233; which divided again into 36 
Parts, make fo many Eleven Pence, 
out of which the Thrower is to have 5. 

3 for his ſecond Throw. 2 
$ The Remainder, 30 Shillings and 
L 3 Pence, is again to be divided into 
l 36 Parts; dividing the 30s. fo, 
t make ſo many Ten Pence, and the 
3 Pence divided into ſo many Parts 
makes ſo many Thirds of Farthings, of 
which the Thrower is to have 3 Parts 5. d. 
for his Share for his third Throw — 2 67 

Total for the Thrower, 3 84 

So that it is 27s. 8d. 4 to 86. 3d. 4 
againft the Thrower; which reduced into 
the ſmalleſt Number, is very nearly as 
10 to 3, that 2 Sixes, 2 Fives, or 2 Fours, 
re not thrown in three Throws, 

. . Vit 
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+" e Wh. 
 BACKGAME. 
Suppoſe. A. to haye 2 Men upon his 


Size: point in his own, Tables, 3 Men up. 
on his uſual Point out of his Tables, 2 


Men upon the Point where his 5 Men 5 
uſually placed in his Adverſary's Tables, 


5D Men upon his Adverſary's Ace-point, 
od 3 Men upon his Adverſary? $ Quatre: 
point, 


And let us ſuppoſe B. to have 2 Men, 


upon his Size- point in his own Tables, 
3 Men upon his uſual Point, out, of his 


Tables, 2 Men upon the Point where his 


35 Men are uſually placed in his Adver- 


ſary's Tables, 5 Men upon his, Adver- 
ſary's Ace- point, and 3 Men upon his 


Adverſary's Trois-point. 
Query, Who has the faireſt, Chance to 
win the Hit, 


Auſtwer, A. has, becauſe he is to. play 


either an Ace, or a Deuce from his, Ad- 
verſary's Ace- point, in order to make 
both thoſe Points as Occaſion offers, and 
having the Quatre-point in his Adver- 
fary's Tables, he may more eaſily bring 
thoſe Men away, if he finds it neceſſary; 
and he will allo have a reſting Place by 


the Conveniency of that Point, which at 


all times in the Game will give him an 
| Opportunity 
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Opportunity of running for the Hit, or 
ſtaying, if he thinks proper, , Whereas 
B. cannot ſo readily come from the 
Trois Point in his Adverſary's Tables. 


eck. E EE h. E Keck 
J BE, | 
* C H AP. IX. 

| LET us ſuppoſe A. and B. place their 
n. Men in the following manner for a 
Sg Hit. 


is Suppoſe A. to have 3 Men upon his 
us ize-point in his own Tables, three Men 
N epon the uſual Point out of his Tables, and 
JJ Men upon his Adverſary's Ace, Deuce, 
11S Wand Trois Points, 3 Men to be placed 
upon each Point; and ſuppoſe B's Men 
to be placed in his own, and in his Ad- 
verſary's Tables, in the ſame Order and 
Manners: | 
The Reſult is, that the beſt Player ought 
to win the Hit; and the Dice are to be 


ike 


nd Wthrown for, the Situation being perfectly 
er- Witqual in A's and B's Game. 

is If throws firſt, let him endeavour to 
ay, Nein his Adverſary's Cinque Point; 
2 by Ihen that is effected, let him lay as many 
h at Nplots as poſſible, to tempt B. to hit him; 


an for every time that B. hits them will be in 
nity i. | 
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As Favour, becauſe it puts him backward, 
and let A. take up none of B's Men for 
the ſame Reaſon, | 5 
A. is always to endeavour to take Care 
to have three Men upon each of his Ad- 
verſary's Ace and Deuce points; becauſe 
when B. makes a Blot, thoſe Points will 
remain ſecure, and by Recourſe had to a 
former Caſe (Numb. V. in the former 
Chapter) when A. has bore 5, 6, or more 
Men, yet A. may ſecure 6 cloſe Points out 
of his Tables, in order to prevent B. from 
getting his Man home, and by Recourſe 
had to the Calculations, he may eaſily find 
out (in Caſe he makes up his Tables) who 
has the better of the Hit; and if he finds 
that B. is forwardeſt, he is then to endea- 
vour to lay ſuch Blots to be taken up by 
his Adverſary, as may give him a Chance 


for taking up another Man, in Caſe B. 


ſhould happen to have a Blot at home. 
Thoſe who play the foregoing Game 


well, may be ranked in the firſt Form. 


II. 5 

A Caſe of Curioſity, |" < 
A. and B. play at Back-Gammon, 4. 
has bore 13 Men and has 2 Men to bear 
upon his Deuce-point, B has 13 Men in 
his own Tables, with two Men to enter. 
B. is to throw. And to name the Throms 
both for himſelf and 4. but not to hit 
Blot of either Side. Auer 
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Query, What Throws is B. to name for 


both Parties, in order to ſave his Gam- 


mon; 

Anſtwer, B. calls for himſelf 2 Aces, 
which enters his 2 Men upon As Ace 
Point. 
conſequently A. cannot either bear a Man 
nor play one; then B. calls for 2 Sixes, 
for himſelf, and carries one Man home 
upon his Size Point in his own Tables, 
and the other he places upon his Adver- 


fary's Barr- point: B. alſo calls Size ace 
for A. ſo that A. has one Min leſt to bear, 


and then B. calls ſor himſelf either 2 Sixes, 

2 Fives, or two Fours, any of which bear 

a Man, in Caſe he has Men in his own 

Tables upon thoſe Points, and to ſave his 

Gammon. | * p 
III. 


The following Queſtion is to be at- 
tended to, as being Critical and Inſtruc- 
tive. 

Suppoſe that both yours and your Ad- 
verſary*s Tables are made up. 

Alſo that you have 1 Man to carry 
home, but that he has 2 Men on your 


Barr-point to carry home, which, ly e in 


wait to catch your Man, and that if you 
paſs him you are to win the Hit. Sop⸗ 
poſe alſo that you have it in your Choice 
to run the Riſk of being hit, by 7, or by 


85 


B. alſo calls 2 Aces for A. and 


6 
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8, both of which are Chances upon doy- 
ble Dice. | . . 


Query, Which of theſe Chances is ir 
beſt for you to venture ? | 
Anſwer, That of 7, for the following 


a Rea ſons: Firſt, becauſe that the Chances 


being hit by 7, or by 8, are equal. 
Secondly, If he does not hit 7, you will 


then have in your Favour 23 Chances to 


13, that by your next Throw you either 


hit him or paſs beyond him. 

Thirdly, In Cafe your ſecond Throw 
ſhould happen to be under 7, and that 
conſequently you cannot hit him, yet you 


may play that Caſt at home, and conſe- 
quently leave the Blot upon double Dice. 
' Whereas, if on the contrary, you had 
made Choice of leaving the Blot upon 8, 


you would have made a bad Choice, for 


the Reaſons following : 

Firſt, Becanſe the Chances for being 
hit by 7, or by 8, are only equal, 

Secondly, Becauſe if you ſhould eſcape 
the being hit by 8, yet you would then 
have but 17 Chances in your Favour, a- 
gainſt rg for either hitting him, or pal- 
ſing beyond him by your next Throw. 

Thirdly, In caſe your ſecond Throw 
ſhould happen to be Size-ace, which 13 


ſhort of him, you would then be obliged 


to play the Man that is out of 3 
4 
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and played it, and if your A 
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bles, not being able to play the ſix at 


home, and conſequently to leave a Blot 
to be hit by a ſingle (or flat) Dye; which 


Event, upon Suppoſition that you play 


for 18 Shillings a Game, it would entitle 
him to 11 Shillings of the whole Stake 
depending. | | 


— 
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F. | F you take a Man from any Point, 


that Man muſt be played; the ſame. 
muſt be done if 2 Men are taken from it. 
24d. You are not underſtood to have 


played any Man, till you have placed him 


upon a Point and quitted him. 

3d, If you play with 15 Men only, 
there is no Penalty attending it, becauſe 
by playing with a leſſer Number than 
you are entitled to, you play to a Diſ- 


advantage, by not having the additional 


Man to take up your Tables. 

4th, If you bear any Number of Men, 
before you entered a Man taken up, and 
which conſequently you was obliged to 


enter, ſuch Men, fo born, muſt be entered 
again in your Adverſary's Tables, as well 


as the Man taken up. | 
5th. If you have miſtaken your Throw, 


L 4 
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has thrown, it is not in your or his 
Choice to alter it, unleſs both Parties 
agree to it. 


End of the Gau of Back-GAMMON. 
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